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because we'd all take the mickey out of him 
at school as he had the same computer we 
used for our schoolywork. lt vvas Andrew who 
had the last laugh, however, as he owned 
Elite and it was really quite awesome. While 
| didn't personalhy like plaving Elite (it was far 
too fidaly for me), | could sit and watch him 
explore in that game for hours, occasionalhy 
taking over for the epic dogfights it offered, 
There's an amazing sense of wonder in 

Elite that mary games of the time just 
couldn't compete with. The visuals looked 
incredible, making you feel like you were in 
the Millennium Falcon, or taking over the 
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For young players, classic games are 
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ith the new generation of games 
hardware now in full swing, we felt 
it was the perfect time to celebrate 
some of gaming's biggest icons for 
an exciting upcoming feature. 

Help Retro Gamer find the mary important 
ndividuals who have tumed our favourite pastime into 
one of the 
that wwe Can gv 
ra future 
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Miyamoto who refreshed the 
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celebrations and have your say. 


You can tell us about your favounte industry 


on the Retro Gamer forum, our Facebook page, 0 
even via Twitter using fvideogameicons 
We look forward to your suggestions... 
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Play Expo 
Gordon Sinclair looks back at this year 5 


IMPpressive gaming event 


News Wall 


We look at a brand new computer museum 
and Rocket Ranger Reloaded 


Paul Davies 


Paul discusses repetition in videogames 


The Vault 


Some last-minute gift ideas for the retro fan 


iryour life = or maybe yourself 


Collectors Corner 
We show off another gathering of gaming 
goodness to make you green with envy 


A Moment With 

Mike Diskett 
The former Bullfrog coder talks about hes 
new project Satelite Reign 


Back to the 90s 


Richard Burton s regular return to the past 
takes him to November 1997 


REVIVALS 


Reader Revival: 

Zombi 
David Skillins takes a look back at Ubisoft's 
umofficial film tie-in 


Retro Revival: 
Deflektor 
Gremilir's beam-bending puzzler stretches 


Mick s brain 





Retro Revival: 
enB 
Diarran explaims why swvapping his SNES 
collection for an Ármiga 1200 wasn tallbad 
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Ranarama 


nory Milne uncovers lhe sorcery 

E behind Graftgold's classic action RPG 
Retro Revival: 

Ape Escape 


Never let it be said that we spend 


our time monkeying around 
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The Best Gifts Ever! 


Developers tell Paul Drury about their 


favourite memories of the festrve season 


Ultimate Guide: 

Puzzle Bobble 
Bub and Bob swap platforming for puzzling 
in this classic arcade release 


Import Only: 

Cool Cool Toon 
We look back at an uncharactertstic 
cartoonish rhythm-acion release from SNK 


Minorit ADOTE 
Amiga 1200 


Planning on picking up Commodore's 
computer? Make sure you get these gems 


Classic Moments: 
Cauldron 
Revisit the best brts of this 
bewilching arcade adventure 


Lost in Translation 
In anew series, Nack Thorpe investigates the 
games that have issues crossing borders 


The Making Of Blood 


Graeme Masonreveals the creativity behind the 
carmage of 30 Realms first-person shooter 


35 Years of Microvision 
Marty Goldberg Looks hack at this increasnoty 
hard-to-find electronic harclhela 


The Making Of 

Mad Planets 
Itrmightnotbe as well known as Asterúias, but 
Mad'Planetshas a story that's still worth telling 





Doni forget to follow us online for all the latest retro updates 
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We celebrate three decades of 
the groundbreaking space trading series 
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Top 25 Master 
System Games 


We look at your favourite games for 


Segas console What have you played? 
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“My Gaming Memories 
Archer Maclean 


The Dropzone designer reminisces 


about the heyday of arcade games 
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Subscriptions 
You can search the galaxy and never find an 
offer that s this good 


Homebrew 
Jason Kelk bnngs you all the latest games 
on older platlorms 


Mailbag 


You write, we reply and 
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what's comung in issue 137 
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Solid's dialogue 


102 Wings: Remastered Edition 


102 Halo: The Master Chief 
Collection 
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PLAY EXPO - BIGGER, 
BETTER AND BOLDER 


Wechat to co-organiser Gordon Sinclair 
about the popular gaming event 


NEWS WALL 


Find out about a new game museum and the 
return ofsome classic Lucasárts games 


PAUL DAVIES 
This month, our favourite columnist 
discusses the merits of repetition 


THE VAULT 


Looking or great gifts to buy for Christmas? 
Then check these out 


COLLECTORS 
CORNER 


Stephen Bowler tells us how he has 
amassed 4,500 videogames 


A MOMENT WITH 
MIKE DISKETT 


The lead designer on Sydicate Wars tells us 
about his spintual sequel 
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eplay Events Play Expo 
returned to Manchester's 
Event City on 11-12 October 
and lived up to its promise of 
even more in the way of entertainment 
for attendees. As well as the usual 
Replay section, chock full of consoles 
and computers, and the popular vast 
array of arcade and pinball machines, 
this year's Expo saw the debut of the 
screen play zone where vanous exhibits 
and items from cinema and television 
were displayed. Highlights of thus zone 
included two shimy Transformers [which 
sadly remained in car form), a replica 
DeLorean from Back To The Future 
and the motorbike and sidecar from 
the third Indiana Jones move, The Last 
Crusade. In additon, there were special 
appearances from stars of both film and 
the small screen: Dave Prowse, Jeremy 
Bulloch and Kenny Baker were flying the 
flag tor Star Vvars wie that loveable 
duo, Chris Barre (Arnold Judas Rimmer) 
and Craig Charles (Dave Lister) from 
classic sci-fi comedy Red Dwarf qave 
autógraphs and posed for photos on 
thair respective days at the expo. 
Once more the selection of talks 
proved varied and entertamino and it 
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EXPO - BIGGE 
BETTER AND BOLD 


GORDON SINCLAIR ON THE BIGGEST RETRO EVENT YET 


was pleasing to see all the issues from 
previous shows ironed out. Perhaps the 
most interesting to Retro Gamer vas 
the ZX Spectrum vs Commodore 64 
debate, hosted by our very own Paul 
Drury with technical assistance from 
fellbyy freelancer IMartyn Carroll. Caled 
in tó discuss the relative mertts of each 
machine were Jeff Minter and Andy 
Walker for the Commodore 64 and 
John Gibson and Ste Pickford for the 
Spectrum. After a figrce discussion, 
the vote wes put to the gudience and 
an honourable (if sholhthy dubvous) draw 
was declared. The other talks, including 
industry lagends such as Mel Croucher 
(Autormata), Charles Cecil (Artic, 
Revolution) and Cinemawvare, vere also 
very popular with attendees. 

àt the end of an inevitably quieter 
Sunday, Retro Gamer managed to 
catch up vath Replay Events Gordon 
Sinclair to ask ham about the new 
Blements to the Expo. “Every vear the 
show gets bigger and this year we ara 
also working with new communities 


such as The Retro Computer Museum,” 


said a remarkably calm Gordon 
considerng the stress and effort that 
he and the Replay Events team put 







Tha arcade area was once again fillad with people and 
has) a tarmbasto seleta 0d qgarrees bo play 





There ras am impressive selection of inierviguees, 
incluia Charts Cocil and gl Croche, 





ih some superb cosbumes on shiaa. 


Re THUORADAR: 


READERS 
EIGHIN 


WHAT DID YOU THINK 
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always a big fan of the show ampuayo 4 


JIM BAGLEY 


There vere bots cê stalks selling goods a ' ia 


mihvery competitira pres ln Sea > 


fes Pre f Aliado nd 
nto Play Expo. “And gen the show Is 
balance is pretty good this year” Even 
screen. pay was not totaly detached 
from gaming, with the expo offering 
ten individual monie celebrations vath 
hey games from the movies on display. 
However, the Indie Zone, with its 
eclectc mix of ratro-themed modem 
 besi yet The james, was one of the most popular 
areas, with the fantastic 2D brawlars 
Raging Justice and Wiulverbiade 
attracting the most attention, the latter 
walking away with the People's Choice 
Anvard for best indie game at the show 
The event also saw the conclusion 
of the Classic Gaming Championships 
(CGC), the UKR's first ever national 
championship for retro gaming, and 
one that has been running for the past 
few months at various locations up and 
down the UR. Thats the thing Im 
most proud of," says Gordon, “as me've 
had heats as far afield as London, Cardiff 


dpportumity do chat to like-minded people.. 
and | thought the selection of conm-0ps this 


time argund vias fanbasfic 


LEIGH HILLS 


retro section was far better set out and itwas 


quod to see them expand tes rather than let 


cbiously not run by the event, but they need 
o work with the organisers better as this is 
wy faded to get systems up 


and running umbil well into the first day 


MARK AMBROSE, AKA 


thus year. Loved the selechon 


nachines, especially the hydraulic and Glasgow with over 1,000 people 
taking part.” Al ten heat winners were 
present at Manchester as they battled 
have ago al il! tout ma grand final, wvhich was won 
by Gavin VVard of Rochdala, who was 
subsequenthy crovned 2014 Classic 
Gaming Champion, 





MIKE WILCOX, AKA 
JETSETWILLY 


The success of this and an overall 
attendance of 20,000+ people has al 
but quaranteed that Play Expo wall 
return next year. Says Gordon: "Play 
Expo is firmihy on the events map now 
and | think a lot of people would be 
disappomnted if t didn't returm. Vive will 
listen to the feedback wwe get through 


managed better and cleared quicker than 
in previous years 

Overall, despite the presence of 
à mind-boggling array of games and 
movie-related merchandise and an ever- 
increasing range of zones, Play Expo 
was again an enfoyabla event, boastng 
plenty of gaming action for the current 
social media and try to accommodate gen lover 100 P5S4 consoles), the indies 
as much as we can in terms of (30 + games from 25 studios) as well 
improving the experience for everyone. as the mass of retro goodness in the 
Une area that still needed a lit of work Replay secton. VVe finished by asking 
was the queues to get into the venue Gordon what lies ahead for Replay 
on the Saturday moming, as Gordon Events. “Play Blackpoo! is less than six 
adimits. “There are still things to months away, 50 we re now cracking 
Improve Om quevelng, and they were on wyrth that, and also supporting other 
bigger than ever this year as if seems events around the country such as 
everyone wanted to be in as soon as Platform Expo, GEEK and EGX. Life 5 
we open! But we feel they were never dull in the events game” 


EI thought itwas one of the best events voe 
have ever been part ol, lhe social aspeci 


5 both old ai 


ag was a massive event th lhe feel of 


something much smaller 
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Every year the show gets bigger 
and this year we are also working 
with new communities 
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= GameCity has years cé experience in providing 
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AMECITY TO OPEN 


tás bata 


VIDEOGAME MUSEU 


E2.5 MILLION PROJECT TO OPEN IN 2015 


ameCity has announced the opening of 

the National Videogame Arcade, a project 

t describes as “the world's first cultural 

centre for gaming” The Nottmgham-based 
museum, which has attracted funding of £2.5 million, 
is set to open in March 2015. The group made 


Festival. Other museums in the UK have included 
videogames as a key part of their collections and 
exhibitions, such as the Museum Of Computing in 
Savindon and the Centre For Computing History in 
Cambridge, but the National Videogame Arcade is 
the first to De dedicated solely to vi games. 
The launch of the National Videogame Árcade 
concides with the tenth anniversary of GameCity, 
which has been working to promote videogame 
2005. The GameCity Festival is its 
st major achievement, bringing together a 
xrogramme cf events, workshops and exhibitions 
in Nottingham each year. GameCity team 
members were also Instrumental in setting up 
the National Videogame Archive, in conjunchon 


culture Since 
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» The atractivo exchibition design ofthe 
GameCity Festival shoudd provido a good blue print 
for the National Videogama Arcade's mhibibons, 


with the Science Museum and Nottingham Trent 
University. The latter is one of the mam organisations 
tuncding the National Videogame Arcade, al: 
Nottingham City Council, the Nottingham 


000 square feet 
s. Four of these gre des ted as gallery floors 
to host exhibitons on all aspects of gaming, which 
will be updated quarterly. This includes a permane 


hibiton of items from the National Videogams 


material as well as the hardware and software 
that made your childhood. The remaining floor 15 
set aside as a permanent educational space, to 
| 5 In game dev 
| more information on the National 
Videogame Arcade, visit www gamecity.org 
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ROCKET 
RANGER 
HEADS TO 
KICKSTARTER 


ollowing the success of 

Cinemaware's Kickstarter 
campaign for Wings: 
Hemastered Edition, the 
publisher has now announced 
an update of its popular hit 
Hocket Ranger that |5 currently 
available to back on the 
crowdfunding service. The 
campaign for Hocket Ranger: 
Heloaded is looking good so 
far with $29,665 of its $89,999 
target currently raised. Unlike 
Wings: Remastered Edition, 
which was more or less an 
updated version of the original, 
Heloaded promises brand 
new content that ranges 
from enhancing the story to 
adding new weapons, items 
and characters. Visit vw. 
kickstarter.com for more info. 


LUCASARTS WE 
CLASSICS FE 
RETURN TO 4 
RETAIL à 


nline retailer gog.com 
recently struck a deal with 
Disney Interactive to add a 
selection of classic LucasArts 
titles to its store, ensuring 
that the classic developer's 
PL games will continue to 
be available to owners of 
modern computers. The 
major announcement was the 
return of two much requested 
Nineties PC titles, the Star 
Vvrars games A-Wing and 
Tie Fighter. Indiana Jones 
ind The Fate Of Atlantis, 
Star Wars: Knights Of The 
Úld Republic, Sam & Max 
Hit The Road and The Secret 
Of Monkey Island: Special 
Edition also joined the 
service, as more obvious 
choices which will doubtless 
please fans. 
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* Joy of repetition 
alo was described by designer Jaime doing so for nothing other than personal satisfacton - 
Griesemer as: “30 seconds of fun that 
happened over and over again.” Em 


going to suggest that every great game 


amounts to the same thing. | also think this 5 broadly 


and equally nothing to show what's 
E gaming 
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ts human nature to enjoy something, indeed Champions 


foundation of relentle 


| WhEBTE Spor 


blast figuring ou 
exacthy the same thing, over and over again. Im not 


3 00 deeply mto this, and [a be testing 


| EMO 


VOU Ppatiar no try Al can do is post tó 
stana... YOU name dk really, and the 
ont ght there for all to see 
n football it's 
Nrase. ts said 1 lovers the thing that 
fuel hundreds of appears So rim to, Um, Out: it ' 
nappily guess th To me, that comment 


feel so much 


Sucker Punch) is priceless as a 4 


garding games is something 


nd. * 


grind no qarmimo 


s. Admittedly | vvas 


What do you think? 
Do you agree with Pauls thoughts? Contact us at: 


f RetroGamerUK Eq &RetroGamer Mag [E retrogamer & imagine-publishing.co.uk www retrogamer.net/forum 
o = 
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THESMASTER CHIEF COLLECTUGOR 
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4 BLOCKBUSTER GAMES ON 1 DISC 
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EXCLUSIVE ACCESS TO HALO 5: GUARDIANS MULTIPLAYER BETA 
100+ MULTIPLAYER MAPS 


INCLUDES HALO: NIGHTFALL DIGITAL SERIES 


OUT 11:11:14 


Microsoft 
tudios 


*Halo: Nightfall: 5 episode live-action series is streaming onhy, and will initially be available on a weekly basis, and then on demand. Xbox 
One or Windows 8.1 and broadband internet required; ISP fees apply. Halo 5: Guardians Beta: Game disc required. Limited-time beta starts 
December 27, 2014, and ends January 22, 2015. Must be 17+. Xbox One, broadband intemet (ISP fees apply) and Xbox LIVE Gold membership 
(sold separately) required. Halo: Nightfall and Halo 5: Guardians Beta dates, content, and features subject to change. See wuymesbox.com/halo 
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Retro Gamer Annual 

Christmas is just around the comer, so it's the 
perfect time to get yourself a massive slice of retro 
goodness. Our new Retro Gamer annual features 
some of the greatest content from the last 12 issues. 
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SNK Neo Geo X 


Yes, it will never replace the original hardware, but when you consider 
the price difference it's hard to complain, particularly with the latest 
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hardware updates. If you're not interested in playing classics such as lts fillad with a large number of exclusive interviews, THE PAST fondest memories of. This original THE SMURF 
Metal Slug. Last Resort and King Of Monsters on the handheld, you can covers all number of classic games, from Rampage to “It's actualhy a selection of items arcade boardisoneofmy favourite SM é SEGA MASTE TRAVEL T 
link it up to your TV via HOMI for a more authentic experience. Resident Evil, and costs less than a tenner. relating to my favourite ever game. In = ever purchases, ia à MW Th vias PPA re R SYSTEM 
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PERFECT DARK 


“When growing up, we pla pod 


Rumours that part of your lamp 
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bm ad Price: [29.09 battles were easy to create. It's up there with the 
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mest important FPS on any console,” 
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MARIO KART 
WEDDING CAKE 


Okay its nota game and its certamy 





not sitting in my games room, having been 


Atari Bag Avoid anmoying drink rings on your furniture and get a blast of nostalgia at lhe same gaten four years ago! | scribbled down a design 
Despite its spectac time with our awesome coasters. Available im packs of four, these tough durable to ge to the local bakery and bought some small 


coasters feature some of the best Retro Gamer covers we've ever produced, making toys to putoni 


them perfect for your loved ones. 





show your love for the Seventies 
developer by carrying around this 


impressive messenger bag. It's 


Price: E4.99 From: www.imagineshop.co.uk 
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In addition 
to games, 
Stephen also loves gaming-related 
merchandise. “Most of it is Nintendo- 
related, and looks great in my room,” 
he says. And perhaps the most 
memorable piece of 'merchandise' 
for him is the Mario Kart wedding 
cake that sat alongside the more 
traditional one on his big day. “Have 


games for the console — although, 
uniike some, he's happy to have cart 
only games in his collection given the 
price difference between these and 
boxed games. 

With a collection of this size, 
storage is obviously an issue. Às a 
marrigd man, what does Stephen's 
other half think of his hobby? "Vd 
been collecting a few years before 


ast month's profile gave 

us possibly the most well- 
known videogame collection 
F" in the wrorid. This month we 


Ee have almost the complete opposite. 


“This is the first time I've openhy 
NAME: Stephen Bowler 


Price: £29.99 From: wvyw funstock co uk 
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talked about and shown off my 
collection to anyone other than to 
close friends and family,” admits 
Stephen, who has been collecting 


EN Tui SUprpO 
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ESTIMATED VALUE: 
E25,000 


MUST EVER SPENT: 
[325 


FAVOURITE CONSOLE: 
Nintendo 64 


FAVOURITE GAME: 
The Legend Of Zelda: 
A Link To The Past 





properly now since 2001. Living 

up to his RetroCollect forum name 

of theconsolesollector, Stephen 
estimates he owns 4,500 games, 150 
consoles and over 100 miscellaneous 
items, and like many collectors he's 
been bitten by the complete set bug. 
“The N64 is my favourite console and 
| steadily built up a large collection,” 
he explains, “until one day | stumbled 
across a full game list online and 
decided to give ita go.” He now 
owns à complete worldwide set of 


we met, so she was well aware 
what she was getting into!” he 
laughs. “Now we just have a 
normal-sized semi-detached house 
50 | have to ensure the space |5 used 
well” And while his recent E325 
purchase of the rare Master System 
game Les Schtroumpis Autour Du 
Monde (The Smurfs Travel The 
World) may have raised an eyebrow, 
retro collecting and marriage 

have so far co-habited well in the 
Bowler household. 


a SS 


a quess which one had the most 
photos taken of itl” laughs Stephen. 

But, like Frank Sinatra, Stephen's 
had a few regrets over his time 
collecting. “Selling my SNES and 
Saturn collection when | wanted to 
upgrade my PC was a big one,” he 
grimaces. “And although | bought 
back everything eventualhy, one thing 
[| never get back was the Saturn 
Ivon on the TV show Live And 
Ricking in 1997. I've vowed never to 
sell my collection again!” 
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The former Bullfrog coder chats about his new game Satellite Reign 


How did you come to the decision 
to do a spiritual successor to 
Syndicate Wars? 

| had been watching the success of 
Rickstarter and had been ias 
one day mary years from now using 
itto fund a remake of Syndicate Wars, 
without realhy knowing (É it would 
gamer any Interest. About this time 
EA released the first-person shooter 
version of Syndicate which resulted 

in a lot of negativity from old-schoo! 
Syndicate fans, and the sheer number 
of posts from old Syndicate fans 

gave me the confidence to think 

a Kickstarter might work. Some 

time later my employer at the time 
announced they were closing the 
game studio, giving us all six months” 
notice. This allowed us to get together 
our small team and plan out exacth 
what we would do next. | suggested 
we Kickstart a Syndicate Viars 
spiritual sutcessor and the idea was 
leaped on by the team, all of which 
are old fans of the onginal games 


What are the new twists that old 
fans of Syndicate Wars can expect 
to see in Satellite Reign? 

There's a ton of differences; a big 

one is that agents are class based 
with specific skills and abiliti es for use 
throughout the game. Use of cover/ 
stealth is a big feature of Satellite 


SJRC) Nou ari to avoid senrehlighes m 
order io male progress in Siadico Fan, 
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» [Amiga] We did Google = Mr Wibbiy Legs Veras 
The invade From Space à very real game 


Reign with constanthy monitoring 
CCTV cameras, as well as hacking to 
unlock doors and deactivate cameras 
(among other things). 


What's been the hardest part of 
making Satellite Reign so far? 

It's probabhy keeping our ambitions 
in check = we have a limited amount 
of funds to see us through and a 
relatively small team, but a ton of 
ideas, wish-list tems and backer 
requests. I'm especially quilty of 
wanting to put in wish-list features 
ahead of even core funchonality, like 
when | spent a weekend sneaking zip 
wirés into the game! 


e [PlayStation] Syradicate Vrars was Mies first game 
as a lead designer, arriving on PlayStation and PL. 


How has game development 
changed since your career began? 
Vyhen | first started | was a 68000 
Assembly head, writing hardcore 
sprite/polygon routines direct to the 
metal on the Atari 5T and Amiga, 
but even by the time | joined Bullfrog 
programming had become higher level 
with everyone working in C. Now 
Em working in C&, a super-high-level 
language that allows me to be super- 
productive, using Unity middleware, 
which means | haven't had to spend 
six O more months creating a map 
editor and render engine. 

The AAA games industry 15 totalhy 
different to 20 years ago, with teams 


£ £ Agents are class based with 
specific skills and abilities for use 
throughout the game 77 


Mike reveals one of the many differences in Satellite Reign 
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of hundreds — when | was at Rockstar 
North working on Grand Theft Auto IV 


we had a team of 200 developers 
compared to just a handful at Bullfrog. 
Indie development 5 actually very 
similar to the earty days of game 
development, though, unconstramed 
by publisher funding and large team 
nertia - small indie teams can De 
ultra-creative, which reminds me 

of the creativity that esasted in the 
Eighties and Nineties where every 
idea was New, 


How do you feel Kickstarter has 
changed things for developers? 
Eickstarter is a fantastic way to 

fund the Ft Mb of titles that 
otherwise wouldn't have seen the 
light of day, but f's nota magic 
bullet. Successfully completing a 
Kickstarter is a ton of work that 
requires a lot of planning, and in 
some ways is similar tó launching a 
game = you live or die by the number 
of eyes you get on the Kickstarter 
and the percentage of views to 
pledges. | dont think Kickstarter 

has hugely changed the game 
development scene because the total 
percentage of games that are funded 
by Kickstarter = probably a fraction 

of one per cent, and it's very difficult 
to get traction there with original 
game ideas. Having said that, though, 
it's brilhant that games like Mega 
luan, Elite, Wasteland and ing 
Commander are all being revisited. 


Would you like to revisit any of your 
other old games in the future? 

The guys have suggested | remake 
vir Vrobbiy Legs Versus The Invaders 
From Space (Google it, it really does 
exist) as a mini-game inside Satellite 
Reign. Other than that, there's Urban 
Chaos and Startopia às properties | 
own from Mucky Foot, but I'd love to 
keep expanding on Satelite Heign for 
a while vet before we move onto 
something else. Mind you, | have 
jokingly suggested we take on The 
Sims and set it in a bleak cyberpunk 
futuristic city... E 


= [PÉlts good to sem Bai you're stil able 
O Cause massiva chaos im the city, 
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Available 
from all good 
Nnewsagents and 
Supermarkets, 





Hitler's Waffen SS - Special Forces - Teutonic Knights — HMS Victory 


GREAT BATTLES MILITARY MACHINES HEROES OF WAR SECRETS & INSIGHT INCREDIBLE PHOTOS 





Print edition available at www.imagineshop.co.uk 
Digital edition available at www.greatdigitalmags.com 


Available om he following plathorms 


f facebook.comy HistoryofWwarMag E twitter. com/EHistorvofWarMag 


Lara Croft. Gameplay vas very similar » [Nintendo 64] Rare Ltd on top form agam as Diddy Korg » [PlayStation] Lara Croft amd hor bom tfuihy here 

i a does a Mano Mart enth a iop-dramrer racng gama pixellated assets return are are on splend form 
to the onginal: complete the levels by | - 
solving puzzles, defeating enemies and o Pt, ” que deita = 8, Mim 
collecting objects, the overall aim being Sm | 
to recover the Dagger Of Xian, wefich 
E transtormms its owner into a dragon. Lara 
was also freshh togged and tooled 
up with a pomytail, newv clothing and 



























SEGA SATURN ” 
1 Resident Evil (Capcom) E 
2 WipEout 2097 Et an arsenal of new wweaponry. Tomb 





»járcade) Juvigo Prod Arcade shouhi'vo bon something special given lhe Gs 
source material itweasn't 20 years in the Iso-Cubes, Nameo. Harder dl proved a huge hit, eventually 


shrting an impressive & million copies 


(Psygnosis) 
E 3 King Of Fighters '95 (SNK) 


a E HI DOGannno 









0 nã - wvordide durmg ts retail lhe, 
Bs EE. E 4 Jona Lomu Rugby Rare Ltd had been developing 
i pos [Codemasters) a Mano Kartstyle game for the pre-rendered sprites giving ClayFighter exclusively for Blockbuster and 
A 5 Aben Trilogy (Acclaim) Nintendo 64. lt was now ready. Dlidioy ts unique graphical style became one of the rarer N64 games. 
Kong Racing was modeled on Mano ILalso continued with the roster of Be prepared to spend £150 plus on 
PC - Kart and although criticised in the bonkers characters that had been a bagging a 00d loose cartrdge example 
1 Lítile Big Adventure 2 iam press for folowing this line, Rare theme of previous games. There were and several times that for a complete 
(Electronic Arts) po E mwould've been daft to deviate too 12 characters in all with fan favounte mint boxed edrtion. 
| | | 2 Dungeon Keeper a tar from a tried and tested, winning Bad Mr Frosty, the fighting snovyman, In arcade land there were three 
a * [Nintendo 64] The third Electronic Arts) E | formula, However, there were reappeanng. Uther characters included new releases for you to pump your 
jest poi “era - additional features such as the ability a cyborg rabbit and a quest appearance | coin of the realm into. From Acclaim 
Credito 18 vcradortul ceara chose 3 Championship TE to change your transport from kart to by Eartivorm Jim. Groowy. and Gremiin Interactive came Judge 
Double Pack (Eidos) plane or hovercraft to suit particular às a fighting game it was merely Dredd Arcade, based on the anti-hero 
| | 4 Command And Conquer: stages. Às It tumed out, Lhody Kong okay, but the weirdness and humour of and lawwman of the future from the 
| Red Alert = Counterstrike Hacing was a splendid piece of gaming. the characters won fans over, nulifying pages of 200040 ht originally started 
(virgin Games) November saw the return of a classic the effect of more important factors out as a completely dierent themed 
E 5 Atomic Bomberman lInterplay) old beat- em-up for the Nintendo 64 in such as ropey gameplay. tirstperson shooter, After development 
the form of Interplay's Clayfighter 63 À later version Of the game shenanigans and two further name 


lt once again employed the stop- entitled ClayFighier: Sculptors Cut, changes, the game morphed into Judge 
E motion type of animation, with its was released for the rental market Dredd Arcade and was released. Sad, 


| 1 V-Rally (Ocean it wvasn t worth the wait. lt was sluggish 
2 Intemational Soccer ao and monotonous and thanks to some 
ega was developing a PlayStation gamers were to ba failad to mention was that the crystals Superstar Pro (Konami) EMEA = Y truhy awtul FMY cut-scenes, funny for 
— new console codenamed treated to a trio of earhy Christmas gifts would forrm part of his super Cortex 3 Alien Trilogy: Platinum all the wrong reasons. 
Project Dural. ht would be First up was the seque! to the playable Vortex laser vnich would braimvash the (Acclaim) Rushing Heroes from Konami was 
a powerful beast with a platform game Crash Bandicoot. The inhabitants of Earth into serving him. something of a rartty inasmuch as it was 


NOVEMBER 1997 
— Sega dreams of 





4 Worms: Platinum (Ocean) 





; E é 
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id ea RA A A , PlayStation month was Rapid River from Namco. 
As the name suggests, it was & 
white-water rafting simulator with you 


TH | Ss MO NTH IN E: controlinag your raft by mesns of a 


“ROM drive rather than a cartrdge onqinal developer, Naughty Dog, was rash Bandicoot! 2 featured improver a sports simulation that played rather 
GD-ROM d her tl tridl | devel Naughty D Crash Band a ed ed ; t | tt laved rat 
Dural, Bandicoot 2 slot. The GD-ROM, or Gigabyte Disc behind the sequel, so fears of a shabby | graphics and sound, with both executed 5 Tomb Raider (Eidos) well. In this American football game, 
cra sh es in n ot so Read Only Memory was a format cash-in were unfounded, extremely well. The gameplay was [TER you got to choose your strategic plays 
Pra developed for Dural as a piracy deterent. Crash Bandicoot 2: Cortex Strikes commented on in the gaming press and attempt to beat the CPU player. 
Croft original for GD disc also had approximately Back hit the shops eary November and as rather lacking onginality, but when 1 Barbie Girl (Agua) Graphically it was very good, with large 
Tomb R aider 2 double the capacity of a CD. immediately impressed, wvith mary it's as honed as stylishly as this, that 2 Torn (Natalie rendered sprites animated realesticalhy 
E | era Project Dural was still in the ear lauding it as having given us a significant | is forgivable. Crash Bandicoot Z was | Imbruglia) on a 3D perspective field. Whether you 
Diddy races IN, stages of planning and development improvement over the onginal. lt also platform gaming at its uncomplicated, E E played offence or defence, you got to 
| 3 Perfect Day (Various ártists) 
ClayFighter 631 but would see its lalmost) woridyide sold increcdibly well. unassuming best. | determine your play each turn from a 
ats a fr release a mere two years later, as The evil Dr Cortex pulled the storyline For PC and PlayStation gamers 4 Candie In The Wind selection on screen and, if attacking, 
E a ' osty é the Sega Dreamcast. Japan strangely strings with tales of saving the word there was Core Design's third-person [Elton John) your quarterback could select who to 
reception vvhile managed to get the Dreamcast a fui by obtaining crystals which Crash action-adventure game Tomb Raider dl 5 Tell Him (Barbara Streisand » [Plea] Craeh Bancos º throve to. 
Dredd hrts the vear eanier than everyone else. was duped into locating. What Cortex wfich continued the adventures of & Celine Dion) and Dr Cortex go atit once agam j The last new coin-op release this 


arcades. Richard 
Burton takes a trip 





4 November saw the premiere Of clone after beng killed off in the third Mortal Kombat: Annihilgtion was guff addle controller situated on the big 
the science-fiction o movie movie and, ne taking up the fight of the highest order . OFFICIAL SEGA SATURN NINTENDO POWER ELECTRONIC GAMING o raft cabinet. Although it hai a 
Starship Troopers starring Caspai against the Xenomorphs 22 November marked the death MAGAZINE Fresh from a tour of Konami's studio im MONTHLY novelty game feel, Rapid Hiverwas 
Van Dien, Denise Richards and 21 November saw videogame- of Michael Hutchence, lead singer Lobotormy Software, the firm behind Japan, Nintendo Power had in-depth It was congratulations to US publication | good fun. Controlling your raft down 
Michael Ironside. Join the military, based movie madness when Morta! of Australian rock band INAS. The the Saturn versions of Duke Nukem 3D previgwys on forthcoming Konami titles EGM on reaching the landmark 100th a frothing river, avolding protruding 
fight a planet of oversized insects and Kombat: Anniilsbon hit cinema 37-yearold was found dead | na hotel and Quake, featured in an interview including Dracula 3D (later renamed issue this month. Published by Ziff rocks, escaping from wfiripoo!s and 


become a citizen of Earth. Would you screens. An invasion is coming from room in Sydney. He had hanged When pushed on which Castlevania 64), Hybrio Davis, tran until January being chased over waterfalls by a T-Rex 





ke to Enow more? Outworld, another dimension ruled himself with his belt from the door. was best, Duke Nukem Heaven, GA. S.P + 2009, ending on issue Were just some of the joys to be had. 
There was more sci-fi action on by evil laader Shao Kahn. A groupof The coroner reported that depression or Quake, it sat firmhy Fighters NEX Tream 2365. EGM Media later Paddling furiousiy as if you were being 
& November with the fourth Álien martial arts warriors must do their brought on by the ongoing custody on the fence by saying and Nagano Winter bought the trile and * trailed by a torpedo while your body 
movie, Alien: Resurrection. lt stared best to stop him mergng Outworld battle between Hutchence, Paula they're both great but Olympics “98, al of tivas relsunched in corverted itself into a seething ball of 
Align stahwart Sigourney VVeaver as and the Earth realms together and Yates and Bob Geldof had been a also very different, which were being April 2010 under the lactic acid and your shoulders were set 
Ripley, back as an alien/human hybrid they have just six days to stop him contributing factor in his death. making it hard to developed for the stewardship of onginal to explode in your face was enjoyable 
compare. Cop-out! Nintendo 64. founder Steve Harris. and painful in equal measure. 
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LE ad Zombi 


UBISOF To ATARI ST o 1770 
Apart from being the first game released by the fedgling 
French publisher Ubisoft, Zombri is notable for being from 
a time where unofficial movie “tia-ins' weren't considered 
important enough to take legal action over. Zombri is the 
name by which George Homero's 1978 cinematic gore- 
fest Dawn of the Dead is known in Europe, and the game 
takes the movie's premise and U ciano very | little. e FEUEE 
JB dns aí Ens T : the fóui 
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When Elite launched in 1984, its 3D graphics . 
. ahd sandbox gameplay were ui tibia 
ue, 


Now, 30 years on and with a fourth game du 
for release, co-creator David Braben talks to 
David Crookes about the impaçt of the series 


There can be very few people who have not 
heard of the masterpiece of programming 
that is Elite. Some have compa red itto 
Citizen Kane, the Orson Welles film classic of 
1941, but while we perhaps wouldn't go that 
far, there's no denving the sheer impact of 
lan Bell and David Braben's game. 
With a feeling of isolation that only a 
bleak universe can bring yet punctuated 
by the possibility of action, Elite could be 
both lonely and arresting. Flights would be 
À suddenly interrupted by a space war or an 
opportunity to steal and trade. Different * 
worlds would lead to hfferent possibilities. 
Players could take basic machinery, food 
anc-raw materials from an agricultural world 
and sellitto an indústrial one. Jhey coúld 
o operate on the black market, dealing in 
slaves, narcotics and firgarms: 
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In 1984, this kind of sophistication in a 
game was incredibly advanced and yet 
there was an early chance thát Elite would 
never even see thedight of day. Infamously, 
Thorn, EMI turned it down, put off by realistic 
physics and out-of-this-world gameplay 
that dispensed with multiple lives and the 
Lísual game mechanies of the day. But when 
Agornsoft got its hands on it, the firm knew 
it had something special, ' 

From the moment it was shown off at 
a press launch in Thorpe Park — one of the 
first games to receive this kind of treatment 
- Elite caught the imagination qf both the 
gaming and non-gaming press and went 
on to spawn three sequals. “That event 
created so much evangelism for the game 
and it was clear that people wanted it,” 
David Braben tells us. 
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LOVE ELITE 


E Elite proves that the impossible is 
possible in 32H of RAM. And it's fun 


lho. Elite was also one of lhe first 
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A lot of different factors came 
together at the same time. lread 
science-fiction books avidly, but the 
late Seventias was also the period 
when sci- efi first started to appear aí 
the cinema, with Star Wars being 
the most obvious one. It had some 
of the atmosphere that ['d got from 
the books mvhereas TV - the likes 

of Star Trek = didn't really cut it. TV 
prograinmes were a bit too removed 
somehow and the same coúld be 
said for games at the time. | was 
more negatively influenced. 


When we were writing Elite, we 
played games like Defender, 
Galaxian and Pac-Man. But | also 
liked Philosopher's Quest. What | 
liked most was the way vou saved 
your position and the way the 

pace of the game was abit more 
measured. Most of the other games 
that | played were a frantic few 
minutes and then a frustrating death. 


- 


Games like Space Invaders or 
Defender, where you would get 

an extra smart bomb at 5.000 

and an extra life at 10,000/felt so 
regimented. | thought “what if you 
got two smart bombs and no extra 
life?” Evould want to choose. | also 
thought games were structured too 
much around thecoin drop and so* 
many home computer games were 
just direct derivatives of arcade 
games. | wanted to have much more 
considered games where you could 


m 
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stop and save your position and 
come back the following evening. 


Wie tried to split tha tasks 50/50, but 
the wrdy it worked in practice was we 
both worked on each other's code 
alithe time. An awful lot oftime was 
spent trying to do what we call byte- 
savings, Which was à surprisingly 
rewarding way of trawling through, 
thinking “wow, | can rewrite those 
ten instructions into nine instructions 
and save two bytes” or “| could look 
at this, | can change that, | can do 
this here, and then we can save two 
bytes here as well”. O - 
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Argquably Elite does have - ” 
lives: it has one life. But 
itwvas a slightly bizarre 
feeling of "why three? 
dy not infinite?". 1 
love qames that mix it 
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up a bit. Before Elite, the experience 
pf publishers was very much about 
making games that werê copies of 
arcade games and if you look at the 
catalogue of games immediately 
prior to Elite, there was very little 
experimentation. What | think we qd 
was unlock publishers" willingness to 
experiment. Publishers had rejected 
Elite as à wonderful graphics demo 
and then came to think “we want 
some of that”, ão it's not that we 
inspired the developers — | think there 
were a lot of different experimental 
games'that people were probably 
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that we inspired the 
publishers to go with the 
developers' ideas. For at 


a lot of new gehres come up that 
hadn't and probably wouldn't have 
been considered by a publisher 
before that. . 


we brainstormed a few different 
ways to make vou care about your 
ship and we were both afraid that 


trading would be a bit boring: “What 


do you mean? You're buying at a 
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mterplanetary trade, dim, 
“similaríties are stark. 


, a 


y 1 a na Dia E 
certain price and selling a E 


bit higher? Big dgal, that dóesn't 
sound exciting; that doesn't sound 
like à competitorto Space Invaders 
or to Defender”. Blt we tried it out 
and thought, actualho it is quite 
compelling. You care so much more 
if you've got a cargo of gold that, 
you're tryirig to get through if you're 
actually making a journey, rather, 


than Just trying to survive two-and-a- 


half minutes. 


” A = 
Lie 


Ônce you had the survival, it felt the 


Score was money essentially and we 
contextualised all of that in terms 


a E 


You care so much more f youve gota 
cargo of gold youre trying to get through, 
rather than just trying to survive 
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DEEP SPACE 

E Although marred by annoying controls, 

Deep Space pitted players in a STRIX 

fighter and plunged them into deep 

"space, letting them earn credits for better 
“papons and energy boosts, 


of bounties so as soon as you had 
the idea of carrying cargo, all the 
other roles felt quite natural. “I'm 
attacking someone because | want 
their cargo” - so you're clearly d' 
pirate. And havihg a bounty on your 
head also seemed, logical. Then you 
could be a bounty-hunter without 
actually breaking the law. So the idea 
of law was added. Jt came together 
quite quickly. “ 


o ", 


wasn't as bad as that. | had af 
Acom Atom and | wanted to write 
this thing where you flewv through 
an expanding sphere of star field, 
but |was horrified by how slowly 

it drew'it in BASIC: you'd see the 
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k EIGHT GAMES 
q SELITE INFLUENCED 


The impact of lan Bell and David 
Braben's game can be seen in a 
great many other franchises... 












É nace. PEIATCNTETTIDE aviih irmé Dip or 
hostile factions played a big part, ihether 
gamers assumed the role of pirate strader EA 
bounty hupter. 
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- SPACEROGUE 
E Space Rogue took Elite and added 
filigd-in 3D arena realistie E and 

















E gem for Zeapédito call Lhe pu 
é Ever space game. 








stars appear, undraw them and 

redraw them and think “oh, vyóu'vê 
lost ány persistence of vision”. You 
had no feeling of 3D at all. | sat 

down to learn machine code and ” 
| thought there's got to be a game ' 
hére because it's so lovely, lt was 

an empty world, but you had such a 
sensation of motion and of 3D that it, 
felt compelling and that's why | tried 

to work out how to draw 3D shapes. 
So with Elite, it was a bit back to 

front; itiwas very much driven by 

the technology, as in that came first 
and then itwas “all right, it needs a 
spaceship, that would be fun to fly 
around and fight".ênd fighting in 3D 
actually felt great. lt felt different. 
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DAS CAVESTORU ET | sin 
at the night time, the same 
could not really pe said of 
Frontier. Work began on the 
game in 1988 but it would 
not be released until 1995. 
By that time, gaming had 
moved on rapidly. And yet, 
as with the debut game, 

* Frontier showed great 
ambrition. Not only were the 
3D graphics in colour, it was 
the first game to feature 
procedurally generated staf 
systems. lt also had accurate 
physics. Best of all, with no 
end-game, if could go on 
forever. Destiny was truly in 
the hands of players, with 
gamers free to be whatever 
they wanted, from a miner 
to a mercenary to a trader 
or pirate. 
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[think so, especially when people's 
expectations had got veryhigh. lt's 
always a difficult balante. 


For me, just the sheer scale of 
the galaxy and contextualising 
something real within the game 


environment was very exciting. ând 


[think in terms of the richness of 
the game, Frontier did a Jot more 
in terms of the way the missions 
worked; in terms of actually having 


some politics in the galaxy; the idea 


that you could be a bad guy in one 


place and a goed guy in the other . 


place at the same time. | thought 
that worked quite well in a game- 
type environment. a 


Ihink itwas the first game to have 
curved surfaces and real-sized 


2 
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planets. lt also Eros a disk 
number of polygona, Certainhy in 


1988, when first wrote it, the game 


was way aheatl of its time. 


= 


Yes, tHe development work was 
mosthy me and it toók nearly five 
years, whichwas a little bit soul- 
destroyina, especially seeing how 
quickly ari how much the games 
industry changed from when | 
started to when | finished. Chris 


Sawyer, over the last period of that, 


did the conversions to PC. * 


o 


Ethink Frontier was less 

well balanced but what was 
particularhy frustrating for me 
was, just before the game was“ 


being released in that summer, 


Konami decided to stop making 
PC games and it sold its games 
business to a new company called 
GameTek. lt had no real testing 
facilities and | was very unhappy at 
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WHY, 
LOVE ELITE, 


When Andrew and | first saw Elite ia 
1984 we were enthralled. This was way 
beyond anything we thought techndeally 
possible, When we started playing, we 
were sucked into Hs amazing world of 
piloting spaceships, doglights and trafficking 

narcolics between different solar systems 
whilet aval ing pirates and police patrols. lts 
Scope was awesome andiotally engrossing. 
ltwas in a league of its own. 


NULL 
A 
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the transition. | think the game was a | 


lot worsertor it. 


With the first Elite and writh Elite: 
Dangerous we had good time do 
getit feeling just right, whereas 
Frontier: Elite ll and, even worse, First 
Encounters after it, were rushed. | 


“think that was à tragedy because | 


think | could have got the physics 


right but it does take d lot longer than | 


you think. People think you're only 


« setting a few numbers but there's a 


lot of trial and errof insexchanging 
the way the code works, to get itto 
have that feel that feels really good. 


| tai é pai aa dida 
ge a 


O PEÇO Ferret Cali ag er 
spin bo tr Lie pi 


d Tels uai, do quim St inse ndii 
Lea MR pri pri te E Rr Têr 
dida 


Po fed E NERE ore qa uem pr 
ta amp [a pri dpi dam) atimd oa) 
RE se E pa jPRPAR 


| liked the circular richness and 
symmetry of it. You could sign up * 
to be an assassin, but you Could 
also inadvertently Sign up to be 
assassinated and get an assassin, + 
on your trail. R was often because 


E vou did something in the game 


where you prossed Someone or 
you killed someone. The first 


= message they would give you was, 


“| got a message to you from the 
name of the persbn in the previous 


mission, that will teach you to mess 


with them” or something so it was 
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. 
quite clear what it was relating 
to. | liked the fact you were just 
one of many people going about 
their business. 


When | was developing the 

game | happened to know from 
Commodore they were planning 
high-spec machines, so | designed it 
to be capable of taking advantage bf 
the higher-end machines and yet be 
reasonable on the lower-end ones. 

| think part of the problem was a lot 
of people tendedto ramp the detail 
right up and then complain that it 
was going slowly. Maybe | should 
have made it automatically sense 
the speed of the machine buj, as it 
happened, most of those machines 
weren't out by the time the game 
shipped. So even though | had one at 
home, it would have been a high-risk 
strategy to go “all right, what speed 
CPU is this? I'm going to tweak the 
game for it”. | wasn't certain how the, 


graphics were going to change. 


Not really; the trading was very» 
much the same, but what ] wanted 
It to be was more of a range of 
things you could do. | had expected 
Frontier: Elite dito be played by 
taking on a juicy mission and then 


a: 
” 


“Min thisopen-ended “life” game, your characters 
bs, eat, sleep and make friends: But 
gt nocra ta the possibiliiesaneado! 
vetagpere is no meat finish either. 
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WHYI 
LOVE ELITE. 


A Pró 
Elite was, for me, lhe definitivê 


“space trading game of the 8-bit and 
l&-byt eras - il took many years for 
armpone to come up wilh anything 


no 
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X 
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clósa. Hopefuly Elte Liangerous can 
beiheone tostealthecromm. 


- ROBERT TROUGHTON, 
DEVELOPER OF DESTRUCTION 
à DERBY AND WiPEDUT 
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thinking “I'm going there so what's 
the right trade good to carry at the 
same time?”. | think it made the 
ba me richer as a result, We could 
= ahvays have deleted the missions or 
ign nored them 'and then trading would 
* have had the same importance as 
the original Elite, but | think gamers 
expectations had moved on and if 
Er oniier; Elite li'vwvas similar to Elite 
pe cople would have said it's very dull, 
«there's not enough to do, 


” 
| » 
l always loved the juxtaposition of ' 


classic music and action. Star Wars 
did it, for example, but | think it was 
a real tribute to what Stanley Kubrick 
did in 2007: A Space Odyssey with 
The Blue Danube and docking. 
People forget the original Elite didn't 
have The Blue Danube:dhat was 
added later. If you contextualise the 
sort of music that was in games at 
the time of the release of Frontier: 
Elite dl, it was still very plunky plunky 
- interesting but it didn't work very 
wrell with à space game. 
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creature, tribal, city, civlisatio 
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E Ás long as you can continue to op the 
blocks from reaching the top, eU ne 
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TN 


FIRST ENCOUNTERS 


For the first time, Braben' 5 
latest game was a true team 
affair, but development 

was beset by problems, 
From a falling out between 
David Braben and lan Bell 

to pressure frora GameTek 
to release the game early, 
ad Sp ANEET: 
bug-ndden disappointment 
for so many fans - and, it 
would seem, Braben himself 
“- compounded by technical 
issues that were difficult 

to resolve. And vet the 
game's fractal landscapes 
looked stunning, the Jack 

of loading screens made 

for a wonderful seamless 
experience and the alien- 
based missions were a joy. 
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BEC. And, for somereason, | didn't 
play it when it was ported. | feel 
detply ashamed. 


CHARLES CECIL, 
CREATOR OF 
BROKEN SWORD 
' ua 1 
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WE HAV 
APEST 
PROBLE 


Frontier: First Encounter 
wasn't the only big game 
with bug issues... 
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First Encounters had a development 
team of ten. Was ita rehef to have 
more hands on the pump? 

ltwas a relief but'it also posed 
massive challenges because | 
hadn't really run a team before. | 
think one of the problems that was 
very apparegt with Elite on the PC 
[conversion] that Chris Sawyer did, 
was thãt it didn't fit very well on the 
PC. The PC at that point was really 
a bróad range of machines, using 
286 and 386 Intel processors and 
one of the problems was the way 
they mapped their memory. The 
original game that Chris Sawyer 


|» [DOS] Frontier mãy have suffeied from bugs, bur its 
spacecombats sil masstvely emjoyable 


Set-15 700.15 kms” 
Art:-6053.08 kms” 


FAIRLIGHT IE: 
THE TRAIL OF DARKNESS 


E The Spectrum isometric arcade-adventure 
had an horrendous bug. Gamers could only gel 
to the final door, which refused to openavithout 

the use of a PORE. The bug had not been fixed 
since the publisher decidedto release the game 
inça beta state, very much against the wishes of 

programmer Bo Jangeborg. 


had wrien used various pages , 

of memory, because the PC was 
designed to have 640K of memory in 
pages and that was a real pig to use 
f you wanted the game to get any 


bigger; to make the screen a higher 


resolution was very difficult. And... 
the problem is the data set [for 
First Encounters] was also so much 
bigger than the original Elite. 


Did the size cause you problems? 
With First Encounters we were going 
to have a much bigger footprint, so 


= to enable it to go much faster and 
enable us to support much higher 
resolutions and arbitrary resolutions. 
' The game looked brilliant in the-high 
- resolutions, or what were high for 
the time, but we had to make a lot of 

“changes. GameTek wanted to bring 
the release of the game forward and 
vBt we had a lot of problems, the 
most fundamental being that the 
tools to develop [on] the PC hadn't 
setiled down: you were writing it 
assentially as a 32-bit application 
and that was a real problem for 
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we had to re-implement the code 
and a much flatter memorymodel 


THE LEGEND OF ZELDA: 
- OCARINA OF TIME 

E Nintendo dropped a few clangers in this 1998 
Ná4 game. There are so many, entire websites 
are dedicated to listing them. One Bug lets yo, 
defy gravity, another lets you lift the man in the 

archery gallery, enabling you to see how the 
artists negleciad to draw him a pair of legs. It's 

even possible jo bypass much of the game. 
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* [DOS] The sheer sina of Frontier First Encounfers meant 
the team often struggled behind the scenes. 


+ [DOS] The amount cf inormation & staggering. Fou cam 
even dacover a systems population. 
q 


BUBBLE BOBBLE REVOLUTION 
E When this retro classic was given a fresh 
spin in 2005 on the Nintendo DS, the American 
version came with a ternible bug that omilted the 
boss at the end oflevel 30, prevented players 
from progressing to level 31, rendering the final 
70 (O levels unplayable. Codemasters apologised 
* andincluded Rainhow Islands Revolutioffin 
“replacement copies as compensation. 


AS. 


[] 


a [DOS] Alter a frarítio dogfaht, there's nothing 
rewvarding than seeing pour opponent explode 


& 
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“ development. lt meant the game 


didn't. get very much attention! sadly, 


But the qume did have some firsts... 
That's right, and | think certainly 
from a technology point of view, the 
way some of the things we were 
doing with modelling the planets 
when you were a lot further ahead 
was something to be proud of. We 
had modelled how the atmospheres 


— worked. And you wentto stars 


* 


* Pp 
* POKEMON RED/BLUE 
EA gliiched Pokémon species dubbed 
MissingNo (short for massing number) wreaked 
havocen the original game. Catçhing it meant the 
game tried to access data that just didn't exist 
and this would alldw the replisation of the sixth 
item in the player's item bag. But it could also 
crash the game, lead to graphical glitches and 
corrupt the save file. 
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like Vega, they were almost like 
&marties: their equatorial radius . 
was so much bigger than their 


a 
a 


Ca 


polar radius because they're 
rotating so fast. We created a 
bit of interest in the-geography. 
We also had, detail within the 
in-game newspapers. You could , 
subscribe to up to five different 
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With Elite | felt the aves of flying my cum 


— Spaceship through a 3D universe... fromemoons 


nto planets then enjóying the thrill of cornbat, 
all intérmixed with the calming pleasure 
of shopping. The nouitense now-relaxing 

emotion'sandwiçh ci fig hting and,shopping 


different perspective. 


papers, each of which was 
telling different stories from a 


rêmains lhe watchword in wisely dessgned 


player pajate cleansing. 


MARTIN HOLLIS, 


DEVELOPER OF GOLDENEYE 
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q 8 The infamous Brtic Bug involved the player 
enteringa rom called The Attic, whbreupon the 
game would corrupt, removing enemies from 7 
The Chapel and making death traps of others. 
Programmer Matthew Smiths said the issue mas 
to do with buffer overflom. but Sofhware Projects 
at the time insisted the bugs were intentional, For 
aspell anyway: it Later issued a patch. 


SPACE INVADERS 
E When Tomahiro Nishikado created Space 
Invaders. the idea was that all of the aliens 
mula stay al the same speed. But he fouhd ihãt 
the more enemies that were killed, the faster 
the remáiining aliens mould move. Rather Ian 


processor — Nishikado beft it im andit iummed intd 
a popular fealure. 
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30 vEARS OF BEING. ELITE 


The gamie was also the biggest of 
the threegames up tó that point, 
wasn't it? 

Yes. The graphics were improved 
with shading and texture mapping 
but we had wanted to go further, 
which was the reason for 
rewritinã the code, a different 
code base, so that we could be as 
lot mgre ambitious., 


Was anything left out? 
We had a whole sequence of very 
interesting linked missions and | 
think some hackers have actually 
looked at some of the code and seen 
that there's a whole set of mission 
threads to do with the Thargoids 
that were closed off. | think that was' 
a real shame. But that's what we 
had to do, because GameTek was 
absolu tely insistent that the game 
shijfted before the end ofits financial 
year. | think bad things would have 
happened had it not, but that was so 
much the wrong thing to do and 
learned so much from it. 
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ts this why the game was quite 
buggy then? 

Oh the game was hórrêndous. 

lt wasn't ready: The firstreleasé 
actually had in capital letters * 
across the front 'Beta Release: Not 
« for Public Release" or words to that 
effect. lt was pretty shocking. 


! 
o nam 
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So this was quite apart from 
anything that was happening 
between yourselves and Jan Bell? 
Yes, Iiwas, ahpough | think that 
sort of rolled into it at the time. I'd 
not worked with lan for a long time, 
but he got a percentage off Frontier 
and not off the later sequels and it 
caused a problem. We fell outand 
it's a shame. Jt's always a shame 
when that sort of thing happens. 

5 
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attempt to fix this bug = caused by freeing up the « 


n [DOS] This graphics vene extremely mmprossivo for the 
time, ensurmo you abrays mranted to explore. 
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Exactly 30 yéars on, the time.is right for a retum and what a 
triumph itis provingto be. Elite's status as one of gaming's 
most influential titles helped to persuade 25,581 Kickstarter 
backersto pledge a whópping £1,578,316 to fund the 

third sequel, Elite: Dangerous. lt may still be in beta but 

itis a belter, having started with a single star system and 
with 400 billion set firmly imíts sights. There's asteroid 
mining, the ability to ovn multiple ships and full-use of 
online capabilíties. There have even been speed docking 
competitions. You sense David Braben is having à Igt of fun. 


So now Elite is back with Elite: 
Dangerous, exactly 30 years on. 
Yous ve said this game is intricate 
and will take time to leam and 
appréciate. Is this a game for the 
hardcore gamer?* . 
This is à game again for, dare | say 
it, me. It's for people like me. À lot 
of these things [are about] courage 
of convictions: what sort of game 
would Klike to play and are there 
other people out there like me? And | 
don't mean my age. We've shown [it] 
to people going all the way down to 
teenagers and all the way up to my. 
age and older. What we've found is 
that people want a good game and 
they think this is a good game. 
Did you get an indication of 

the profile of playersfrom the 
Kipkstarter campaign? 

Ihink a lot of people following the 
game were older players or older 


» Eickstarter has sioaBo Davi to tos constaniy apo ie 


backers about the progress of Elie: Dar pecalpa RE: 
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people who remembered the game 
like me. But certainhy when we 
went to America at GDC and then 
again for E3, we werg seeingemore 
players coming to the game who 
hadn't heard of either of the originals 
whereas previously people were 
saying Loved Frontier” or “l loved 
Elite” or “| loved both”. When we 
were actually getting more players 
coming in who didn't know the 
game, that was very heartening. 


a [PE] Some aftha inclided planeta have beer named by 
Kickstarter backers. Maybe'pou'l find yours 
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Elite has always been more popular 
in the UK and Europe, hasn't it? 
Yes. | think the original game got 

a lot less coverage in the US and 
they didn't necessarily go well on - 
the platforms that were available in 
the US. The original Elite took quite 
a while to move todhe Apple II, 
which was a key platform in the US, 
whereas the BBC Micro hardly had 
any ipotprint in the US. ; 
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to interfere whengump- driving ada my 
Latest destinaton. Pirates, fellow smugglers, 
Thargoids, cops and civilians — all just notches on 
the laser cannons. And all in vain. since despite 
countless hours on four platforms Inever 
persevered beyond Desily.. 


IAN MALCOLM, - 


= LEAD DESIGNER AT 
MELBOURNE HOUSE 


Why did you decide to go down 

the crowdfunding route? 

Iwanted very much to know this 
game would enrk and | think 
without the huge vote of cohfidence, 
from the crowdfundiná people we 
wouldn't have been able to do it, 
simple as that. I'd gef lots of emails 
prior to the copwdfunding, saying 


“you must do a new Elite” and all 
giga, 
o in EF 
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« Have you learned a lot in the time 


- processes. It's all very well to say 


= 


of this sort of thing; and it's difficult 
to know whether that's 100 or so. 
very vocal people or whether they re 
actually represeritative of a much, 
much bigger silent majority. 
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Youíve said that you'd wanted to , 
“create this particular game for quite 
some time, but why didn't you? 

It's an ambitious project, which 
means it's quite expensive to make 
and it needs duite a lot of people. |. 
think to be able to do that you either 
need the backing of resources from 
a pablisher, because one of the 
problems [is] getting it to market and 
getting visibility of the game, or you 
try something like Kickstarter. . 
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“in the pub, “yes, we could do that, . 
how hard could it be? We could do 
it easily,” but it's much harder amd 
braver to actually try and do it. So 
with Lost Winds, we promeoted the 
PE me ourselves, spoke directly 
to o magazines and websites, and, 
we sold the game digitallhy through 
the Nintendo Store inifially. VVe 
“managed milestones internally and * 
all that sort ofthing, and ft worked 
fealhy well. It was less of an overhead * 
than working with a publisher. So 
we used that experience, we did . 
another game, Coaster Crazy, which 
we learnt a lot from again and that's 
built up'internally the knowledge * 


Eliane EE NagTH) 
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between the third Elite instalment 
and this game? 

«Yes. One of the thing s'that'v we did 
“quite early gn, in 2008, was release a 
game called Lost Winds, which was 
really good for us because it was the 
first timeave'd tested out our own 
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di, mech bigger. 


E 
a So the stars have 
Elitewas the first game | got really E lined up for ybu with 
addicted to [and |] kept playing... into the =p Elite: Dangerous? 
early hours. ['d get to school the next day, E | think the stars lined 
tired and] whenever | shutmyeyesdsee |= upfor us in a different 
the crosshair and police ships swarming E way, in the sense that 
around me, jolting me awake! Ed it's now,practical to sell 
a a game the size of Elite: 
STE PICKFORD Ca Dangerous online, whereas 
8" «even back in 2008 | thjnk it 
would have been a big ask, for 
a download of a gigabyte or so, 
because the network infrastructure 
wasn't there, whereas now it is. So | 
= think what's happened is the world 
has changed to enable this. 


E 
PF, Fa 
cg UTIL ur 


AVhat elements are inangerous 
that you wish you'd put in before? 
The main thing [is] the fact that you 
are online — you are playing both 
with and against other players, other 
humans = really adds such a lot to it. 
«And | think there are a lot of knock- 
on effects of that. We've seen a lot 
Of YouTube videos of quita amazing 
operations and people doing things 
that | hadn't expected, Some of 
the smuggling videos Ive seen are 
excellente some of the things that * 
people have discovered in the game 
are also great. lt shows such a love 
for the game and some of the time- 
lapse photography people have been 
taking are brilliant. * 
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E 
= 
= 
El 
E] 
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= 
a 
= 
E 
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MO Rs an ambijous project 
Which means ts quite 
expensive tô make :// 


David explains why the new Elite game has takenso long 


sJPÉ) The ships have DES ne rh, 
uipdaigd and iaçã incroctfho Vie can 
wait to take thiane into space 


— Ebre; Dane; uy hisgi mM Ega 


and scope oube Bley Mor guars 
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You forget | vas Father Christmas merrily eating mince pies and 
slurping sherry long before home computers came out, though 
rmy first ZXB81 was indeed a present. Itwes bought for me by my 
wife on my birthday, in April 1982. | had been to a careers advice 
organisation and after many hours of tests | was told | was too 
odd tor the software game and | was better off in the rut | was In 
— hardware design. She knew | was keen to get into software, but 
the ZX81 was still à real surprise, 


n Snabid aih 
gh his posts mi 


(CRIMERA, PANDORA 


7 a presents, coming from Enciving that computers were going to be a big deal, 
gerais e it, but the summer at Christmas 1981 my parents bought a ZX81 for the 
tor me. Iy roum, family for the princehy sum of E6S. We plugged it ir 
ly, DO ugnt me ar a qm and switched 1 on but dt didn't mork. Mum and dad 


erhaps ft was unwrapping an Atari VCS in | | | eidnvt get any ind 
the Seventies, or a Commodore 64 in the | a family that didn sair 
Eightias or being ecstatic that somehow | o A | yiStnnas 


e Ke C' 
nf 1082 talt lre To 
your doting parents had managed to e money 


who didn't have th pinat 


track down a copy of Ocarina Of Time for Christmas 
1998. The memory of racing downstairs on Christmas 
morning and finding just vvhat you wanted under the 
tree can last a ifetime, as can the misery of discovering 
santa doesn't know you at all and has brought you an 


| É 'ous aC 
: ADO, lt was a profoundhy “agido pese 
Pig d my ie. Opening that nox q pci 
do Ent i nas as | got. The first dO 
to Christmas bo 
play Star Raiders, Of cOuIs 


sent back. Sinclar replaced t. Second one didn't 
work either. Same problem. Dead as a brick. 5o they 
said, well, perhaps we should pay a lítile more for a 
computer that actually works? Enter the BBC Micro... 











One instead of the Spectrum vou had clearty put on 
vour Est. Vie asked famous game developers for their 
highs and lows of Christmases past... and some even 
sent us photos of their treasured presents. X 


ILITTLE BlG PLANET, DUNGEON KEEPER) 


| a | e. Christmas 1983 or 'B4, when | was 12 or 13, | remember umwrapping 
| | A a C64, and being ful of excitement, There was something mumbled in 
MANIC MINER, JET SET WILLY) Eat er. — DOOM, QUAKE) she air about it being for the whole family — yeah, yeah, veah whatever! 
anything | got for Christmas was usually the result |, sorry, VVE, also got two games - Centropods by Rabbit Software and 
| ; | E 1879 vs a suo | a Armageddon by Ocean. | quickhy got bored of the games and started 
E Sed ss E re : E Ei = ae ye ido, dm pr a Ea apa E E z od e E A a 
the TRS-B0 | got in 1979 was a surprise | car still devourng the rather thin, meagre user manual that came with it | used to 
remember the smell of it when | opened the box 


take it with me everynhera 
The most influential present | ever got was also by 
Tanck = a Science Fair 65-n1 kit for Christmas TA, 
No, | haven't still got it but | think I'm gonna get one off 
À à eBay NOW VOU VE reminded me 


For Christmas a fem years ago, Brenda (my wife) got autographed 
and framed the onginal prot of artwork by Bdl Petras that was used 
to set the visual style for Word Of Warcraft. It's the painting where 
the dwarf :s nding an eagle, and it tels you so much about the 
spent of the game. It was over our hearth for years and now it's in 
our office. Absolutely love that game. 


Ta 


(FRAKI FIRETRACKI 
A Duke Nukerr Statuatte 
rdias E must ha | 
ristmas 18337 d 
2º POONT remembar 
1996 | think Qf Course [ve still do 
Dot nt. It's proudly o 


On display in : 
Cupboaro Somiewhera. ope 


lt is Just 
“E Ot it, ooh, 


a lg puarS 
he forever 
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“Once you pop, you can't 
stop. That's Puzzle 
Bobble for sure. Or was it 
Pringles? Martyn Carroll 
looks back at the long- 
running series while trying 
to avoid further snack 
slogan confusion 
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hat's in a name? Puzzle 
Bobble was the original 
Japanese title and it was 
renamed Bust-a-Move 
in other regions. Neither 
title is ideal. Even 
though you're matching colours, it's 
no puzzle game. There's no time 
to sit and ponder your next move, 
as you're up against the clock or a 
competitor. You need to quickly aim 
your bubble gun and fire shots in 
phew, phew, phew fashion. 


'Bust-a-Move', meanwhile, 
sounds like a dance game (indeed, 
there was a music title called 
Bust-a-Move released in Japan 
and released elsewhere as Bust- 
a-Groove). During production the 


game was known as 'Bubble Buster 


and there's even a lille screen 
bearing that name concealed in 
the code. lt may lack punch but 
Bubble Buster does a better job of 
describing the game. 

So what is in a name? Not much 
really. It's still a fantastic game 
regardless of its imperfect titles. To 


confuse matters, the “Puzzle Bobble' 


name has been used outside of 





a Járcade) É a competioe stepped vp, they could join 
in andirigger a terro-player game at ar time. 


ajArcado) Gong hesd-to-head writ an 
opponent in the legendary versus mole 


Japan, so for the purpose of this 
feature we'| stick with the original 
title. And let's face it, the game is 
a spin-off of Bubble Baobble, with 
the same characters, sounds, and 
overall cuteness factor, so Puzzle 
Bobble probably is the best fit. 

The game arrived in Japanese 
arcades in 1994 and ran on Taito's 
B System hardware, a 68000 board 
best known for powering Rastan 
Saga Il, Rambo Ill and Space 
Invaders DX. The hardware was 
six years old at the time of the 
game's release, but it was perfectly 
adequate for running what was a 
technically undemanding game. 
Puzzte Bobble was strictly gameplay 
over graphics, where the basic 
concept was to clear the screen of 
bubbles by matching three or more 
ofthe same colour. 

The single-player game was 
entertaining enough and featured 
a nifty scoring mechanic. You were 
awarded points for how quickly you 
could clear the screen and bonus 
points were awarded for 'dropping' 
bubbles (this was when you 
created a chain of bubbles and then 
popped the anchor point, causing 
the attached bubbles to fall out of 
play). Points were doubled for each 
bubble dropped, so if you were able 
to simultaneously drop 17 bubbles 
(the maximum) you would instantly 
score in excess of 1.3 million points. 


Bubble Bobble baddies feature prominentily in Puzzle Bobble. Just squint 
and look inside those coloured bubbles... 





However, It was the split-screen 

versus mode where the real 

fun was to be found. Here, you 

competed against a second player 

in a Bub versus Bob survival battle 
-— the loser was the first to have their 

bubbles pushed over the baseline 

at the bottom of the screen. The key 

to winning was to drop rather than 

pop, as dropped 

bubbles would 

be pinged over 

to your rival's 

playfield. Of 

course, they 


Lá The key to winning was 
to drop rather than pop, 
as dropped bubbles would 
be pinged over to your 


NELE 4 paste ph, 


» [300] Tha haras qaornacres: iriroed nel sormghe= plage louttlns, 
wah the CRU mn ie ques o! various Eubiie Boto baddias 





pe could then return the favour, 
leading to much toing and froing, 
and quite possibly shouting and 
swearing. could get rather tense 
when you were running out of 
room, waiting for a certain colour 
bubble that would buy you some 
breathing space (on the assumption 
you could actually make the shot, 
possibly by bouncing it off the wall), 
and then the screen started shaking 
to announce it was about to descent 
a row. Poppin' hell! 

Puzzle Bobble quickly established 
itself as a classic two-player coin- 
op and its reach increased. In late 
1994 it was licensed for release on 
the Neo Geo MVS arcade system, 
This version was essentially the 
same as the Taito original, except 
that it featured stereo sound and 
was released internationally so 
the 'Bust-a-Move” moniker made 
its first appearance. The following 


* [Arcada] The US version of Puro Acbhie 2 ranamed 
Birat-a-Move Again, ditched alltraces cf Bub and Bob. 


Parodius 
Konami earnestly 
redefined the modem 


Final Fight 


Initially developed as a 


year it was ported to the Neo 
Geo CD home console with the 
main addition being a difficulty 
select feature. More considered 
versions were released for the 
PC, 3DO, SNES and Game Gear 
(with a Wonder5Swan version 
arriving several years later). On 
these platforms a key feature 
missing from the original was 
addressed — you could now pit 


E £ Further games quickly 


+ [EMES) Taking on SiperDrankoor 
tha 10h ana final Be. vols ha 
to maker hiz defances: 


followed and each would merely 


tweak the winning formula 77 


= [recado] Pirro Bobibdis D prenome a pur ls prai bitod sartio ucbrhiles 


yourself against the computer in 
versus mode. 

The single-player game was 
also beefed up with a total of 100 
rounds (the arcade had just 30) 
and a final battle against Super 
Drunk (aka Grumple Grommit), the 
main boss from Bubbles Bobbila. 

In addition, the various elemental 
bubblas from Bubble Bobble made 
an appearance in some single- 
player rounds: fire, for instance, 
would ignite and destroy nearby 
bubbles, and lightning would zap 
every bubble on the same row. 

An arcade sequel also arrived in 


1995 and ran on Taito's F3 hardware. 


Like the home versions of the 
original, Puzzle Bobble 2 introduced 
CPU versus play (where you battled 
various characters including some 
Bubble Bobble stalwarts and some 
new ones) and added extra rounds 
and features to the single-player 
mode. Elemental bubbles did not 
feature, but some special bubbles 
were added to the mix, such as 
the star bubble which popped all 
of same-coloured bubbles. Some 
playfiglds were also expanded to fill 
the width of the screen. 

The game would later make 
the jump to Neo Geo coin-op 
hardware, but it was the home 
conversions of Puzzle Bobble 2 
that really cemented the popularity 


| Some more of the sweetest 
| spin-offs in NuEEaTE history 


Ed fig Pinball 
Lan 


Donkey Kon 
Country a 


Typing Of The 
Dead” 


shoot-“em-up with the 
classic Gradius series, and 
then sent up lhe whole 
thing with the gloriously 
silly Parogius spin-off, 
And this wasn't justa 
trivial one-off, as the 
original MSA game was 
superseded with multiple 
entries for both coin-op 
and console, 
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follow-up to the original 
Street Fighter, Capcom 
tumed it into one of the 
most memorable = and 
brutal - scrolling beat- 
'em-ups. The venerable 


Street Fighter followed, 


but Final Fight spawned 
its on sertes and 

its characters would 
feature in future Street 
Fighter games. 


Dropping weell-known 
characters into pinball 
games has been a hidl- 
and-mies affair. Sande 
Spinbalíwas second rate, 
vet Kirby was propelled 
into one of the best pinball 
videogames ever, Wirth 
three brilliant tables, each 
with boss battles and 
bonus screens, this was a 
goto pinball game. 


Of the mary Mario spin- 
offs, none can touch the 
majesty of Mario Kart. 
The onginal SNES game 
eftectively created a new 
genre and numerous 
imitations followed. To 
date there are eight main 
Maria Kart games, plus 
acouple of com-op tiles, 
andits surely the greatest 
spin-off series ever. 


Mario was obmously the 
most famous ofishoot 
from the original Donkey 
Kong coin-op, butwe cant 
overlook the incredibie 
Country series, Rare 
created a senes of clever, 
gorgeous platformers 

for the SNES. The recent 
updates from Retro Studio 
have rubberstamped its 
classic status. 


Sega threw cautron to the 
wind when it released this 
delightfully odd spin-off. 
was essentially House 
Of The Dead 2 but instead 
of popping zombies with 
a lightgun you used a 
keyboard to Queerty them 
to deaih. Bonkers but 
oddly fascinating, it has 
become a favourite at 
game gatherings. 








of the series. In addition to the 

PC and Game Boy, the game was 

ported to the three main home 

consoles - PlayStation, Saturn and 

Nintendo 64 - and offered perfect 

counter-programming to the glut of 

3D titles on those systems. 
Further games quickly followed 

and each would merely tweak the 

winning formula. Puzzle 

Bobble 3 (1996) let 

you bounce bubbles 

off the celling as well 

as the walls for some 

trick-shot specials, 

while Puzzle Bobble 4 

(1987) premiered the 

contentious chain 

reaction feature. Chain 

reactions occurred in 

versus games when 

dropped bubbles flewv 


back up and smashed groups of the 


same colour, causing more bubbles 
to drop. This looked impressive 
but messed up the finely balanced 
gameplay by adding an unwelcome 
degree of randomness. Thankfulhy 
in most of the home conversions 
vou could disable the feature. 

The final game to grace the 
arcades was titled Super Puzzle 


Bobble and it introduced giant 
bubbles and a new mode where 
two players could team up together 
rather than compete against each 
other. The game was released in 
1989, yet outside of the arcade a 
vast number of home versions 
have been released since then. In 
fact, it's hard to think of a platform 
that hasn't received 
a version of the 
game. And that's just 
the official releases! 
H you figure in the 
countless copies and 
clones (including 
mega-popular social/ 
mobile affairs like 
Bubble Safari and 
Bubble Witch Saga) 
then you can ses 
just how ubiquitous 
Taito's little time-waster has 
become. The Japanese developer 
may have been guilty of exhausting 
the basic concept over the years, 
but its continued popularity shows 
that it's a true gaming 
staple with 
timeless appeal 
- whatever 
the name. * 


u (Arcade? Ir 


Suadr Pico 
Enio fu 
nlevera cui 
Lacahe pugehos 
Ingelier 


We find out how the Game Boy graphic 
artist tackled the conversions of Puzzle 
Bobble 2 and 3 


É, How did you land the job of 

à working on these conversions? 
Ee done regular contract mork 
o Probe Entertainment for severa 


ei home con soles: an nei nene 
so when Probe starting working 
je Bobble 2 conversion 
| was offered the job. E d worked 
with the producer and programmer before so | already 
had a g00d moraing relationship wrth the team 


What techniques did you use to try to compensate 
for the Game Boy's monochrome display? 

We realised nght away that we couldn t replicate the 
bubble colours with just the four grevscale values 
available on the Game Boy, even with dithering/mixing 


“ince the player has to identify adjacent bubbles quickly, 


we decided to add symbols to replace the colours. 
We basically tried to make 

each bubbla “colour as visually 

distinctive as possible. There 

was some back-and-forth on 

the bubble designs, Dut we 

settled on a set fairhy early in É 

the development of the second E + 
game, and used the same Fa ea na, 


ones in the thin 


Did you use the original coin-op version of the 

game as a source! 

We were provided with the onginal arcade game 

artwork, 50 | was able to der ve tha Game bed VErSIONS 
from the original grap ; 

Probe provided me with à E pa ER so | 
could see how all the animations worked. 


Can you recall how long you worked on the game? 
It vas probably two to three months for the graphics 
conversion. That «vould be a fairty typical time frame 

for a conversion to a handheld system. Since we were 
provided with the onginal art, the task was mainh & 
technical one — editing down the number of animation 
frames and scaling, colour reducing and cleanmg up the 
remainino artwork 


How pleased were you with the finished games? 
ând are you surprised that the series is still going? 
was very pleased with the corversions. | think wve 
ded in ke play and feel a the 
games sinta 18 despite the nem itable « comprorus 
m the graphics. 'm not surprised that the game 
continues to be released for new platform. It's a 
design classic — simple to pick up, addicime and 
translates well onto lowy-end hardware, as we proved 
with the Game Boy versions. 
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º GRERT GAMES THAT NEVER REACHED UR SUL IMPORT ONLY: COOL COOL TOON 


[Dreameast] Cool Cao! Toor's art style ever manages to injact colour into grawepard areas. 


- Visual designer Ippei Gyoubu's 
vision is done justice, with the 
flat-coloured characters granted 
the excellent animation they 
need to really nu their ace 
routines to life - 
























































E LRCSLES EROSTE DF 
THE GEMNHE 


à Retro 


RELEASED: 1996 DES 
Rodney ] 
Greenblat's 
paper-thin, hip-hop-loving dog 
introduced many à gamer to the 
rhythm-action genre. The action came 
inthe form of a relatively easy Simon- 
esque game of repetition, but the 
game was elevated to million -selling 
hit status by its colourful character 
desegns and memorabhe songs 





T Modern 


RELEASED: 2012 
This game doesn't 
tie songs together 
with any story. It doesn t have to — 
Hatsune Miku, the character created 

to promote Vocaloid singing volce 
synthesizer software, has achieved 
worldwide popularity. Not onhy has 

her game received a Western release, 
she's opened for Lady Gaga. Real 
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HAPPENED WHEN SNK STEPPED | 
OUT OF THE COMFORT ZONE WITH 


RHYTHM-ACTION GAME... 


NK was often a conservative company. Having 
profited heavily from its arcade fighting games 
during the early Nineties, it went on to rely 
on both those games and the hardware that 
powered them for far too long. SNK's first 

3D arcade board arrived in 1997, four years after Virtua 
Fighter had popularised polygonal fighting games, and it 
struggled to keep up with developers that had made the 
jump sooner. Worse vet, as the popularity of the fighting 
game genre declined, SNK seemed to only increase its 
commitment, with only the occasional Metal Slug release 
to remind players that it also made other games. 

Cool Cool Toon is not a conservative game, however. 
SNK's developers had little experience with 3D games and 
no experience in the rhythm-action genre, but Cool Cool 
Toon works extraordinarily well in spite of these obstacles. 
After choosing a character — a boy named Amp or a girl 
named Spica — they're dragged into their TV by a cartoon 
rabbit named “usa, who implores them to clean up Cool 
Cool Town. How is that achieved? By Flitzing — the word for 
dancing in the parlance of this cartoon city. Your chosen 
character will of course try to explain that they're no good 
at dancing, but Yusa's TV is broken so you're stuck. 

The first thing to strike you is just how good everything 
looks. Visual designer lppei Gyoubu's vision |5 done justice, 
with the flat-coloured characters granted the excellent 
animation they need to really bring their dance routines to 





lite — it's as close to a cartoon as the Dreameast can pull off. 


é COUNTRY: JAPAN 

* POPULATION: 177 MILLIDA | 

mw CAPITAL: TORTO 

m MATIDMAL LANGUAGE: | 
JARBAMESE | 


me CURRENOY: TEN 
» TIME DONE: UTC 


[Dreameas] Con-seenes aduvanõe the story amd sho 0H 
the various characior costumes om oéfer, 


In fact, everything seems to come to life, with background 
characters bouncing around and ensuring that there's 
never a dull moment. The simplistic appearance also has 
some technical benefits — the lack of shading allows the 
game to maintain an excellent frame rate. 

But good looks onhy carry a game so far and eventually 
you'll have to dance. During gameplay, the middle of the 
screen is dominated by a circle in which commands are 
displayed. The À button symbol appears in the centre, with 
a white outline closing in on it = when the outline meets the 
edge of the symbol, you need to press the button. When 
button symbols appear off-centre, you'll need to move 
the analogue stick to match the symbol's position as well 
as hitting the button. Qccasionalhy, multiple non-button 
symbols appear on the outside, with a wave advancing 
towards them; for these, just move the stick in the direction 
indicated. | sounds simple, but the game soon becomes 
complex. That command circle gets busy, particularly 
when rapid presses and various buttons are involved, lt's a 
good system, but the difficulty ramps up very quickly. 

Fortunately, the other key ingredient of a rhythm-action 
game is present = the music. As you'd expect from a 
Japanese music game, the musical genres used centre on 








J-pop, with some dips into rock and hip-hop territory. While 
it's all technically well produced, some of the tunes can be a 
tad twee, something which seems to come with the cartoon 
theme. However, this doesn't diminish the impact of the better 
music and some of the tunes are genuinely among the best 
we've heard - Irony in particular às a favourite track, which 
we'd recommend as an underappreciated gem. 

While the game isn't tremendously long, there's a lot to 
do. For a start, Amp and Spica encounter different characters 
during their stories, resulting in different music for each and 
revealing the game's use of leitmotrf. You can also buy a 
varigty of outfits for Amp and Spica and unlock the various 
opponents you encounter during the game, for use in the 
game's single-track modes - which can be played alone, 
competitively or co-operatively. The game even allowed for 
further costumes to be bought online with in-game currency, 
though the service has long since been discontinued. 

For the hardcore, there's even more. The game uses the 
rare and underutilised Neo Geo Pocket Color link cable to hook 


up to Cool Cool! Jam, a Japan-onhy release for SNK's handheld, 


allowing you to exchange the game's currency between the 
two platforms. Cool Cool Toon includes all kinds of wallpaper 





[Dreamcast] Cary stages use just the 
bution, but by Episode dthe other BrE added dancing animations qvithoui button prompés. 
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[Draameast| Weird creatures aré commonplace in Cos! Cool Toon 
thes gigantio vols dog used to be a human 





[Draameast] Replays enabde pou to match he 


e ara 

= E 
1 $ã = 
ir À] a 

pm 

Emi 7 fa, 


The Morolians are inveding and forcing 
human hostages to dance, so it's up tó 
news reporter Ulala to fight them off. 
Along the way you É encounter bizarre 
bosses, rival reporter Pudding and even 
Michael Jackson, The title employs 
FaRappa-style listen-and-repeat gameplay. 
Both the Dreamcast and PlayStation 2 
versions can be picked up cheaply 








images and character art for users who insert the disc into 
their PC's drive, as was common for Dreamcast releases, but 
went one step further with a text file that explained how to use 
Samba De Amigo's maracas to play the game. Clearthy, SNK 
went all-out with the unconventional thinking here. 

For fans of music games, this one is well worth tracking 
down. There's very little out there that's like it, and there 
was no sequel, Cool Cool Toon was released after SNK had 
largely withdrawn from non-Japanese markets and was in 
a downwvard spiral towards bankruptcy. That precluded any 
possibility of a VVestern release and while the game has 
occasionally been referenced by SNK Playmore in crossover 
titles such as Neo Geo Batile Coliseum, it looks unlikely that 
the company will ever rerelease it for modern platforms. 

But, as always, there's a twist in the tale — and in true SNK 
fashion, it's ever so slightly conservative. The recent mobile 
game The Rhythm Of Fighters basicalhy lifts Cool Cool Toon's 
game mechanies wholesale, but places them in a King Of 
Fighters theme. While there are a few new touch-screen 
mechanics, the game is remarkably close to the Dreamcast 
game of 2000. SNK is dead, long live SNK Playmore. Cool Cool 
Toon is dead, long live The Rhythm Of Fighters. * 





RETRO GAMER “7? 


MINORITY REPORT: AMIGA 1200 














s [Amiga 12000] The first of the amesome 
30 hyperspaõe cormdor sequençes 


AT 


' , IT'S TIME TO TAKE POWER-UP! 
E | 4 A TU ILS HA | ' L ) E This useful power-up e 
E | à Ao 4 q É” ="4 E Thas is your X-wing Like shep | Miri=k he increases your meapon's firing 
E" E 1 Nadja = pa Holding the joystick down a speed. The other power-up 
ds e E e O h à | activates a handy shieie (bottom right, next to a rock) 
E a Rss ; (+= 7 + z | itoftenandwisely activales a mini smart-bomb. lots of annoying lite ships. 


a [Amiga 1200] The Grawitar-lika bonus stages from the original 
* Stardust are back, giving you the chance o rescue” extra lives 


The original Stardust was one of 
the most overlooked shoot-“em-ups 
on the Amiga, a fiegndish update 
of Asteroids with stunning ray- 
traced graphics, a thumping techno 
soundtrack and a steep difficulty 
curve, Coded by Harri Tikkanen, aí 
Finnish developer Bloodhouse, it 
did things you just didn't expect a 
stock Amiga to do, particularly in its 
hyperspace-tunnel sequences, which 
evoked Space Harrier and the old 
Sega Buck Rogers coin-op, but looked 
a hundred times better. 


Ina distant galaxy, a long, 
long time ago... 


a [Amiga 1200) ...lved a galache princess 
named after a brand of Finnish margarine... . 
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Designed to take advantage of 
the Amiga 1200's improved AGA 
chipset, this seque! is basically 
Stardust with everything cranked up 
to 11. The game was released on six 
floppy disks, twice as many as the 
original, which was an indication of 
the amount of visual data packed 
into the title. And unlike Asteroids 
there was actually a plot... sort of. 
The evil Professor Schaumund, 
freshly defeated in Stardust, has 
returned with a new army, this time 


| E. 
» [Amiga 1200] |t's Astaroits Jem, 
but not as we now fi... 


Even today the tunnel sections 
look stunning, with incredibly 
smooth graphics 


blow up whole star systems. He's 
also gone and kidnapped the hapless 
princess Voi Levi. Again. Luckily for 
vou, you've been given a brand new, 
supercharged multi-weapon-system 
fighter with intergalactic hyperspace 
motors and optional air conditioning. 
It's down to you, and you alone, to 
sort out this mess and restore peace 
and tranquillity to the universe. Oh, 
and did we mention that the Prof is 
actually a little blue penguin in a top 
hat? Welcome to Super Stardust... 
The first thing Stardust players 
will notice is that the cute Frfties- 
style cartoon rocket-ship has been 
replaced by a sleek raptor-like craft. 
The game's difficulty has also been 


knocked down a notch compared 

to the original, but you'll still need 

to be a decent pilot because Super 
Stardust is definitely no slouch at 
killing you. The asteroids come in 
three different varieties: an easily 
destructible grey type, the slightly 
tougher purple kind, and extremely 
hard gold rocks that require serious 
weaponry to sort out. There are 

five stages, linked by visualhy 
upgraded tunnel sections packed 
with obstacies and inhabited by an 
imposing and very mobile quardian. 
Even today these look stunning, with 
incrediblhy smooth graphics that put 
contemporary titles like the CD-based 
Microcosm to shame. Às you make 


your way through the half-dozen 
screens making up each level you'l 
also encounter additional enemies, 
from fire-spitting UFOs and Predator- 
like cloaking spaceships to cosmic 
starfish and snake-armed bosses. 
Luckily, Super Stardust provides 
you with plenty of tools to deal with 
the staggering amount of interstellar 
shrapnel it shifts about. Destroying 
weapon-carrying enemies grants 
you new toys to play with, from 
bouncing bullets to flamethrowers 
and missiles, and there's a Gradius- 
like power up system where you 
can route upgrades to various 
bits of kit via an in-game menu. 
Conserving your weapon power 
is the key to success in the game, 
since repeated dying depletes your 
combat-effectiveness drastically. So 
stay alive soldier, and go bust some 
space-rocks in glorious Amiga-vision 
for us, there's a good chap. And mind 
that penguin. 
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POD 


ONESCAPEE 


2 With its gorgeous hand-drawn backgrounds 
and wondertully fluid character animation, this 
CD-ROM based title is certainly one of the most 
visualhy impressive of all Amiga games. Heleased 
towards the end of the machine's commercial life, 
it's an arcade-adventure with obvious similaríties 
to pioneering titles Another World and Flashback. 
The story follows the consequences of the alien- 
abduction of the game's protagonist, Daniel 
White, and his attempts to escape a strange planet 
on which he finds himself after his kidnappers 
ship crash-lands. Starting in a curious garbage 
dumping ground, you'll progress through caves, 
waterfalls and futuristic cities in your quest 

to find sanctuary. Presentation is top 

notch, with an epic opening sequence 

and fully animated cut-scenes 

spicing up the puzzle-oriented 

gameplay, and lots of gruesome 

and sometimes amusing 

death-scenes. Luckily, the 

game allows you to save 

at any time, and Daniel can 

later equip a gun to blast 

the worryinghy numerous droids and alien 
wildife. OnEscapees is probably a game best 
played with a walkthrough at your fingertips 

as many of the puzzle solutions can be à 

bit on the illogical side. If you make it to the 

finale of the game, you'll be rewarded by a 
sequence that wraps up the experience in 

an unexpectedly emotional twist ending. 
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= [Arruga 1200) The hand-drmam backdraps look gorgenis 


£ ( Presentation is top-notch, with 
an epic opening sequence and fully 
animated cut-scenes 77 





Lui  — 


Probably the best vertically scrolling A1200 
shoot-“em-up ever. We're not sure what It is 
about Scandinavian developers that makes for 
top-quality Amiga blasters, but this was another 
courtesy of Soren Hannibal and Jacob Andersen. 
Rising from the Danish demo-coding scene, the 
pair took Inspiration from the classic Capcom 
coin-op 1942, mixed in a dash of SWWV and Battle 
Squadron, and added a twist of Chaos Engine 
steampunk to create a terrific-lboking shooter. 
Banshee is a huge game, with vast scrolling 
levels brimming with heavily armed batileships, 
submarines, prop-driven bombers and the odd 
Eskimo. The attention to graphic detail in Banshee 
is incredible, with scores of carefully animated 
Cannon Fodder-style infantry milling about in the 
background, civilians running for cover, and clever 
weather effects all adding to the atmosphere. 





* [Aumiga 1200] These tuin Fing Fortresses 


Brê Bart 


qub-bosses in fhe game 


Impressive sprite effects include a boss with 
swinging arms and a giant crane equipped with 
a wrecking ball. And naturally, there are plenty 
of weapon pick-ups to maximise the carnage, 
resulting in a deluge of on-screen firepower, 
especially if you've got a friend to join in the 
simultaneous two-plaver mode, An essential title 
for Amiga 1200-0wning shoot-'em-up fans. 
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he real reward of a quest isn't found in reaching 
your goal — you'll gain far more of worth from 
the hardships you overcome to get there. vel, 
that's what we're told sometimes, but we're not 


n pleasure to be found in a sure 


ther cavern of the uu 
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Released by Palace Software 
in 1985, Cauldron was an 
innovative game for the B-bit 
micros which cast players 

as a witch seeking to brew a 
potion to defeat the pumpkin 
and become Witch Queen. 
Combining shoot“em-up and is Ga rs 
platform gameplay for a well- | Ebspra fee a 
rounded arcade adventure, it 
received critical acclaim, scoring 
87% in Zzap! and 91% in Crash 
as well as gaming praise from 

a variety of other magazines. 
However, the pumpkin didn't 
take defeat lying down and 
came back with a vengeance in 
the totally different 1986 sequel 
Cauldron dl: The Pumpékin 
Strikes Back. 
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o CAS! 


LOSTIN 50 


LRANSLAHO 


It's often true that we see things differently to folks overseas, but in 
videogames that's rather more literally true. Join Nick Thorpe for a 
look at how localisation has shaped our views of gaming classics... 








versions of their games. Occasionally, they even : English dialogue for thair games in-house and 
introduce additional content — for example, Sega : seemingly without the aid of native speakers. The 
attempted to boost the Western appeal of Jet Set * results of such translation have become notorious, 
Radio by adding extra American-themed stages * with the likes of Zero Wing's “all your base are 


icture the scene: it's a late night in 
Assmanshausen, Germany. We're sitting 
in a hotel room, with a dubbed version of 
the Mortal Kombat movie on the TV to 
provide background noise as we read about the 
32X. We're rather dedicated to the retro cause, 
after all. Suddenly, the adverts kick in and we 
see something that teaches us a very important 
lesson about attitudinal differences between the 
UK and Germany - specifically, that Germany 
seems to be far more tolerant of nudity in 
advertising. It's only a minor incident of culture 
shock, but one which serves to highlight a 
difference in cultural sensibilities. 
The growth of the videogames industry from 
a collection of regionally distinct markets into a 
relativeby cohesive global market has presented 
developers with challenges. Developers haver! 
just had to translate their games for international 
audiences — often they have been required to 
adjust the content of their titles (Do, to prevent 
the kind of surprise mentioned above. This cam 
take place for all kinds of reasons = there may 




















: be additional legal requirements or cultural 

* differênces to take into account, or licensing 
problems may come into play over issues such 

- as character usage and console manufacturers' 

* content guidelines. Sometimes, the developers do 
: ii oftheir own accord, based on their beliefs about 
the market they're selling to. 


The most notorious cause of changes 


* in localisation is easily the requirement for 

* censorship. Sex, violence and religious symbolism 
; are all common triggers, and each territory 

: handies things differently in this regard. Similarky 

* infamous are those games which adopt a different 
* skin for their releases in other regions based 

: on the publishers perception of what will sell 

: well = the most famous of these is Super Mario 

* Bros 2, which we'll cover later. Additionally, it 

* Used to be quite common to tweak difficulty 

: levels, with releases often made harder outside of 

* Japan in order to prevent the rental market from 

- damaging sales. 


Although these changes might sound broadly 


: negative, they can often prove beneficial, While 
: players might see them as an umwelcome 

- deviation from the original intent of the developer, 
: developers often implement bug fixes in localised 


and music to the game for its international debut. 
Other additions, such as the extra bosses present 
in international versions of Final Fantasy VIL have 
a less specific purpose than Sega's example but 
are no less welcome. 

Trends in localisation have changed 
considerably over the years. In the Eighties and 
Nineties, it wasn't uncommon to ses games 
heavily revised from their original forms, and 
this was often seen as being a desirable thing 
to do [by publishers, at least - consumers were 
generally none the wiser). However, this approach 
began to lose support in the mid-Nineties due 
to à variety of factors, including the increasing 
international popularity of Japanese media and 

particularly the spread of the internet. Players 
today are often better informed about what is 
launching elsewhere in the world, and news of 
any changes to content will spread extremely 
quickhy. Às a result, cuts and alterations need 
to be handled with care to avoid being frowned 
upon by fans who may simply choose to import. 
As the preference for generally unaltered 
releases has grown, 50 too has the 
professionalism of the localisation business. In 
the Eighties and even well into the Nineties, 
Japanese developers would often write the 

















: belong to us” gaining iconic status. Today you're 
“ much more likely to see the work of localisation 
professionals — and even if they only work with 

* dialogue, it's now increasingly common tô see 

: translations which attempt to convey the original 
: spirit behind the words. Wordplayjokes and local 
: cultural references often lose their impact when 

: translated directly, and are now typically replaced 
in localisation. 


of game development, but a hugely important 

+ One which will continue to have an effect on 

: videogames for as long as the medium lasts. 

- Since the practice began, localisation edits have 
: affected a wide range of titles, both 

: influential and obscure, and we've 

: selected a number of examples to 

: Wlustrate that point. These games 

: highlight some of the most common 
: reasons for changes — you might be 
: surprised to leam about some of the more 

: unusual aspects of your favourite releases... 


Localisation is one of the most overlooked parts 
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INTERNATIONAL 


INES] Super Mario Bros Zis 
lhe version that most players 


are now familiar with 





Famicom Disk System) 
There's not an awtul lot of 
difference between lhe yo 





games, thovgh! 
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NINTENDO 1985 


E The middle child of the NES Mario trilogy is one of gaming's 


The changes made to create Super Mario Bros ? were 
most famous localization stones, in part because il was one of actualhy relatively minor, largely involving the replacement 
the firsi to be wndely told. The Japanese game known as Super 


Mario Bras 2 was not tremendousty different trom the original 


of the original Fup TV characters with the Mario cast = Lang- 
standing Mano cast members such as Bando, Bob-Ombs and 
game = il featured some minor graphical upgrades and a few Shy Guys were all present in the original release anyway. 
new Nerms such as the harmful poison mushrooms, but to lhe | Some minor gameplay alterations were also made, such as 
untrained eye it might as well be the original. The major difference the addition of a run button and the replacement of a second 
was in ils diculty. as the game was significantly harder than “ Mouser encounter with the new enemy Clawgrip 

ts predecessor. Super Marto Bros 2 15 an unusual case in that itended up 

Hintendo Ut America wasn't taken with lhe game, to say lhe 

least. The view there was that the game wasn 1 accessible enough, 


and that itwould be outdated by the time of release. However, a 


seeing release in its country of origin, as Super Mario LISA 
in 1992, Western gamers would everdually receive their cum 
version of the Japanese Super Mario Bros 2 as part of lhe 
Super Mario Bros sequel was still an absolutely crucial part of the excellent Super Mano All-Stars compilation in 1993, with the 
NES line-up. The solution was to take an unrelated Famicom Disk 
System platform game called Firme Rojo: Doki Doki Panic and 


new name Super Mario Bros: The Lost Levels. Since then, both 
of the Mario-branded releases have been made availabla tó 


transform it into a Mario game. audiences woridwide via Nintendo's Virtual Console services. 





UM JAMMER LAMMY 


NANA ON-SHA 1799 sina 

| : [PlayStation] Lammy's final 
E Those of you who played this bizarre semi-sequel to PaRappa The Rapper might — destinationisHellinthe 
be wondering mhere the issue is, given thai it's a family-friendiy game. The problem Japanese and Europe no a 





lies in the plot, specifucally for stage six. In tha Japanese and European versions, this 
stage is preceded by a cut-scene in which Lammy receives an axe from a salesman 
She heads out onto the street, onky to slip on a banana skin and die. She then makes 
up to find that she's in Hell and declares that since she's dead, lhe game must be 
over. À credits sequence begins to rodl, but is interrupted by a pumpkin-headed man 
who declares thai Lamy is the guitarist he needs, and brings her on stage at an idol 
concert. The idol threatens to kill Lamy for being late, but quickly changes the offer 
to instead revive her alter Lampey points out that she's already dead 

In North America, the use of Hellwas seen as inappropriate for a family-frigendly 
game. In this version, Lamy instead snags her underwear on a doorknob and is 
catapulted through the town and of to a tropical island, where the pumpkin-headed 


man pícks up the plot as before (with the exception that Lammy is to be sent homei, x 
[PlayStation] Whsle in the 


North American version, 


she simply snags her parts 
on a dosrknob. 








KONAMI 192º 
E The NES conversion ofKonami's classic com-op Contra is one of the system's most fondhy 
remembered games, and also one of its hardest. But in Europe we don't remember it under 
that name, nor even under the arcade name of Gryzor Instead we got Probotector, a sanilised 
version of the run-and-gun classic that replaced the player characters Bill Rizer and Lance 
Bean with robots, as well as most of lhe enemies 

This is an example of violence being edited out of a full regional release in order to satishy 
a ratings board in one natron — in this case Germany, which forbade depictions of human-on- 
human viokence, This set a precedent, and many subsequent Contra games were 
released under the Probotector name with similar edits made. Konam 
eventually started giving Europe games under the Contra name in 


EUROPE 


the mid-Nineties, with far less fewer and less inirusive ediis. 

INES] Those of us in Europe 

get the rather more robotic 

— Probatector, complete with 
dd X A 

4 4 24 as miniature ED-209s. 
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INTERNATIONAL 
INES] Contra cumers gel 
some good old-fashioned 

Warfare, with humans 
shosting humans 
to death, 


STREETS OF RAGE 3 





hai 


SEGA 1994 


E The most divisive game in Sega's heat- em -up series is a strange localization case 


= lhe vast majority of the content in the international releases is unchanged from 
lhe Japanese original (titled Bare Anuckle N), but a wide variety of small cha nes 
makes for tuo very distinct experiences. The changes are so divisive lhat an English 
translation patch for Bare Knuckle fl was actually released by fans, making it one of 
onky a few games to be re-translated in this manner. 

The biggest change to gameplay is that Streets Of Rage 3is far harder than Bare 
Envckte Ml with players given more enemies to beat, tougher hosses and fewer 
health pick-ups. Homever, there's also a missing muid-boss in stage one, who goes 
by the name of Ash. He's basically a rather oflensive gay stereotype, complete with 
outlandish outfit and effeminate mannerisms, 50 it's not hard to understand why he 
was removed from international releases. Interestingly, Ash was one of the secretly 
playable mid-bosses alongside Roo and Shsva — and as that code wasn t removed 
from the international releases, you can play as him using a cheal cartridge 

Ash's removal wasn't the onhy alteration made in lhe name of taste and decency in 
Streets Of Rage 3, as the female enemies mere redrawn to show rather less skin, The 
main characters also had lheir clothing altered into new colour schemes, apparently 
to provide a more gender-neutral appearance. 

The other major change made to Streets Of Rage 3 was the plot. The original 
Japanese story concermed the discovery of a new radisaciive element which could 





be wsed in nuclear bormbs = naturally, senes villain Mr X was most interested in this 
development and deployed them throughout the game with the intent of causing 
all-out war. Te localisation team didn't really care for repeated images of bomb 
blasts and a bad ending with a devasiaed cily so completely retooled the story as a 
result, The new plot focused on Mr X5 rather less plausible plan to take over the city 


by replacing its officials with robotic doubles, 






care for repeated images ofbomb 
blasts and a bad ending with a 
gevastated aty 






JAPAN 


[Game Boy] Lets be 
honesi. this boss 






basically looks Ike he': 
a member of the KKK 
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KID DRACULA 


INTERNATIONAL 


[Gare Roy] Rounding the 





tip of the cap and removing 





the swvastika brings itback d 


to ghost territory 


KONAMI 1973 


E Konamis cutesy Castlevania spin-oft segmed a rather undikelgs candidate for cultural 
sensitivity problems, butit definitely had them. In much of Ásia, lhe swwastika |5 not tdo much 
of a cause for concern as it was in use for centuries prior to its adoption by Nazi Germany. In its 
non-tiied form, it's a standard part of the Chinese characier set and the left-facing version is 
used to denote temples on Japanese maps. Às such, it cocasionally crops up in games where 
spiritual imagery is used and doesn't cause any bother 

Kid Dracula, hosvever, did t just require editing fer that reason — it had'to go a ba further. 
The game employed carioonish wiite-sheet ghosts as bosses, and in the Japanese version 
thase ghosts bear the swastka symbol Às you mght imagina, this brought up some very 


sensitive issues surrounding American racist groups, and so the sprites were rather hastily 


edited for export releases. 


a TETO 


[Mega Drivel lts easy to tell 


this is the Japanese 


version, as Axel ratans his 


normal clothes 





INTERNATIONAL 


[Mega Drive] Quiside 
DM Japan, these female 
at enemies have been edited 
at 
Md ] to show a lot less skin. 
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The localisation team didnt really 






TABOU TOURISM 


Some nations have very specific pet peeves — here's a sample... 


CTA AAA Near 
Ea 
aa 
= 





= 
ARE E Do Dessile o á 
=. * 


UK JAPAN 










o E The British Board of Film e RS E Japans Computer do 
RC ada Classification (BBFC) took a very dim ae Me dr Entertainment Rating ga 
vao do view 01 martial arts meaponry throughout o UA | (e= * Organization (CERO) has a range of age é 
E the Exghties and Ninetes, and would require E. L Ny Classificatons, but onhy the 1B+ Z rating 
it be cut from games it rated. 30 Realms' | Ay is legally enforceable. Extreme violence 





Shadow Warrior had to replace shurikens 

with darts, while Soul Blade's LiLong 
-" his nunchaku replaced with a M 
three-section staff. pra 


CA e 


= 
Sm 


. is likely to earn the ummanted rating, with 
at, 7 RS. à even Japanese-developed games such 

— sã > as Resident Evil áand Ninja Gaiden 

a -M Lacking the decapitations found im 


export versions. 



























ip 




















Y 





E Samurai are very unpopular in 
Soulh Korea, lhanks to historical conflcis 
with Japan, às a result, characters and bitles 
referencing samurai are often removed during 
localisation = Soul Calibur's resident samurai 
Mitsurugi was replaced with an almost 

















GERMANY 


E Germany is famoushy strict 
about depiclions of violence, and 
has law's forbidding the display of Nan 
symbolism for obvious historical reasons. 
While fims can receive an exemplion on 
artistie grounds, games currently can't. The 
country only received its first Wolfenstein 













USA game in 2014, with all offending identical British swordsman named 
EE content removed during Arthur, while Samurai Shodown 1 
Software Rating Board (ESRB) doesn't localization. was renamed Fighters Swords. 
issue legalhy binding ratings, but most 
Ee stores won't carry games wilh an 18+ Adults 










Only rating. Most of the titles carrying the 
AO rating contain graphic sexual content — — 
games like Fahrenhei! (released in North E 
America as Indigo Prophecy) have q 
required major cuts to avoid à. 








CHINA 
EH China is notorious for its 
“eu... media censorship, famoushy banning 
games which portray its army in a 
negative light or disagree with its territorial 
claims. Even Fosthall Manager 2005 
received a ban tor its handling of Tibet! 
The Ministry of Cultures regulations 
are very broad, often insparing 
pre-emplive changes. 


















[ 6-BIT CLASSICS 


LEEDS TOWN HALL, THE HEADROW, LS1 3AD - FIND OUT MORE: HTTP://EVENTS. RETROCOLLECT.COM 
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AMIGA » TEAM 17 « 1991 
Ônce upon a time | traded in a SNES 
collection of around 50 Japanese games 
for an Amiga 1200. lt remains one of the 
st mistakes of my gaming life, I'd been 
entranced by the likes of The Eve Of The 
der and indiana Jones And The Fate Of 
Atlantis, crucialhy fo vo of my favourite types 01 
games, Shrmups and arcade offernnos, weren't well represented 
on the Amiga systems. 

Thank goodrness then for Team T7's Alen Breed With its 
impressive visuals and atmosphenc soundtrack, it remunded 
me of all the console and arcade games | used to enjoy on my 
9NES. Itwas a fantasto prece to boot. | can remember almost 
Super Star Viars, so being able to pick up something as skck as 
den Breed tor under a tenner was a fantastic feeling. 


Playing it Vas | 


wincing im pain nen || over EZO for an import copy of 


enjoyable an experence thanks 


Team 17 channeling the spirit of both Gauntist and Aliens to 

gate a sive blaster, particularky when playing 
with a friend. Tes, the maps could be a pain to navigate and 
vou'd often run out of keys before you could access specric 
areas, but there was something about Team 17's game that 
abvavs dragged vou back for one more 90. 

Even today there's something immensely satisfying about 
shootng vour way through a sea of xenomorphs, and the 


met vled visuais still hold up incredibhy veell. 


shoot aliens, pick up objects = but its quick pace and fun 
firefights still manage to entertain 


Team 17 trademark = but it proved that Commodore's machine 
was more than capable of giving the consoles a go0d run for 


their money. | may tted losing that Super Nintendo, 
but the discovery of Team 17's game at least made the 
experience hittersweet. 
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44 Castlevania rip- 


off? Yup. But why not rip 

off something awesome? 
Plays great, and is a 

pretty decent challenge 
for most gamers 39 


HI-SCORE 
SCORE 
LIFE 

















Operation Wolf 


E DEVELOPER: TAITO 
E YEAR: 1990 E GENRE: LIGHTGUN SHDOTER 
= The Master System's Light Pnaser 
perpheral got some excellent support 
over the years, and Operation WVoris your 
favourte lightgun title on the system, The excellent 
conversion included all of the arcade game's stages 
and even alloyved players to throw grenades using the 


second controller. In fact, itwvas such a good game that 


t became part of the IMaster System | Plus bunda in 
Europe, replacing previous lightgun packsan Satan Hunt 
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California Games 


E DEVELOPER: SEGA 
E YEAR: 1989 E GENRE:SPORTS 
Despite having a large catalogue of 
arcade hits to draw on, Sega was keen 
tô bang other big names to the Master 
system and so became rather active in the licensing 
market. These efforts ensured that Epys excellent 
multi-sports title found a perfect home on the 
Master System, with the console's colourtul visuais 
really helping to bring home the sunmy Califorria 
fegling durng each of the six events. There's a 
seque! tod, but 1 doesn't Ive up to the onginal 
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as crunched We'll never forget being trapped in a 
In... room with possessed waxworks 99 pa 
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Of Darkness gave us some men 


Cary moments 


Bubble Bobble 


E DEVELOPER: TAITO Er 277,7 a 
mM YEAR-1988 MGENRE:PLATFORM dl Sonie T Ltutos 
Taito was one of the few major third- cz he | le 


party developers to ever support the 

Master System directhy with most firms 
licensing their titles to Sega to get around Nintendo's 
restrictve NES developer agreements. Conversions 
like Bubble Bobble certainhy endeared the comparmy 
to the console's omners = the game features a vanety 


dgeh, se 


STE, 


neve level designs, as well as new ending sequences 
There's some slovdowyn and sprite flicker, but it's 
othermise an incredibly faithiul corversion. 
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Double Dragon 


DEVELOPER: SEGA 
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Ninja Gaiden 





















































; ; | é CROGIGOS » nua E — VEAR:1988 — GENRE: PLATFORM 
TI. Valley Of Doom pos poe poa EPE NAA AE MULA = DEVELOPER: SIMAS YEAR: 1992 MGENREPLATEORM a Cleo To é 
. “DO mM DEVELOPER: COMPILE Mm YEAR: 1988 i 1 + 1 When discussing forgotten entres in classic series, beat'am-up mada its 
d | * E GENRE: ACTION-APG y Ê E | É | h r — the Master System version of Ninja Gaiden demands RS th » Ma Ea Syst o 
o st 0 At first glance. aro. r lo a A + ú md É E a mention. Licensed from Tecmo but developed by ão ERR 
[ pos players untfamiliar Rn no p po» pm E 2 pm SIMS, then a subsidiary of Sega, it's an entirehy new adventure psp featuring faithful 
+ ] - it, Golvehas might E EN ks + 1 a = | RREO e pg 
] dismiss it as a simple Zelda clone, | 0 4 E : E] sa j some tuists Of its covn. Chef among these is a brand new all E ar E the coin-op Best 
k 1 E ' butthey'd be wrong to do so. E cy a Ji 1 - 1 - 1 | - E] wal-jump meave, which replaces the climbing of previous games. of all. it inclui ia io simul Epi As 
L E a L Compile's adventure includes a E 5 a R a E E n L E E S L E 66 While the visuals and Mus deserve praise, wuhai makes the player mode that lia NES ppa lindaa | 
) à variety of different game modes k ni | F | E | | ; Rock hard, game so good is simply the joy of movement. Ryu Hayabusa E e! 
' RR the ovenmoria provides a similar E ab. , mm" TA. me but so satisfying to is an incredibly agile chap, who moves quickly and is capable of Ê 
é Y ' expenence to the aforementioned di ' J k Y ) 5 i 4 control. | loved the navigating dangerous environments with ease, You'll feel ka you The LIVE 
qo NES classic, while the dungeons à qm E qm ] first level's theme 39 have actual ninja skils when you've spent a while with the game, “ DEVELOPER-SEGA l 
à 1 d E 1 1 DEVELOPER: SEGA 
À EL offer tradibonal platform stages and v bi nl, E O nl e | ye i SM and shcing up bad guys is all the more enjoyable as a resul. VEAR: 1986 — GENRE: SHOOT-EM-UP 
8 MM  forced-scroling vertical batiles, both “e =” | | | d Thi dated i 
: Fair: CREED ap ibRSo a Mo, . 5 updated version . 
| teaturmg some qigantic and detailed a E | 4 IE E of Ninja Princessis 
! ] 1 enemy sprites. That vanety helps to k E | 7 o oro.” | pda 
sd dy oito O | ] n = = another game that many UK 
Es | = E, KEBp DIF interest levels hagh wuhila E a | E k readers enjoyed as a £9,.99 
1 | ] wandenng the game's vast map, E E = E E Em ] | budget special. The fast- 
E | wehich offers hours of play even for E | h ' | E, E paced shoot“em-up action 
Fa ET the experienced adventurer, Plus, k “ig xs ] lg E De. ts tough and it's hard to gather the five 
Eu TE You be drawn into the adventure pos pos ar e RE, e scrolls required to beat the game, but 
: | à quickly by the characters you meet : | E mm ' | ae: Ei there's a lot of love for The Ninja. 
] along the way, as their taunts . " ml 5 Es 
and quips go beyond the pureh | 
RE TE o tt Ea “R, r B 
E " L functional dialogue found nm many " E h A 4 7 É | Wonder Boy 
; E games of its era. e a : Nim nr ; ie . DEVELOPER: WES TONE 
7 . l E E " 1 À ] YEAR: 1987 — GENRE: PLATFORM 
Í E I Ê Ê | mm S Ê sa The first Wonder 
Ê J E J I d E ] | J I J | J -i I J E Boy release isn't 
nu" Em a! na E Em ne Ea ul sa E ia a N o E] nf É - Ea HF Et 
b. L E E L. E L E L E [” E E E L o = Rai nearty as complex as later 
à | : | : | : | : | : I : | a E Fm : | e = En entries in the series, but 
E E E E E H F f le E 4 E - f RETA that's why we like it = It's a 
y dn e Mi Dr bj a Ed straightforward dash to the end of each 
- E 1; ço stage. This is a rather fine conversion of 
nada “ . the coin-op, and we always did like the 


e u E skateboard as a power-up. 





Choplifter sas Secret Commando 










E DEVELOPER: SEGA Ê | o E DEVELOPER: SEGA E YEAR: 1986 E GENRE:SHOOT-EM-UP | Ale idd In Shi i World 
E YEAR: 1586 E GENRE: SHOOT-EM-UP =. “E You might call t Rambo: First Blood Part Ilif you're AMEX Kidd In hinobi W 
e ae — a Eca ) pls Ê DEVELOPER: SEGA 
The classic rescue-themed shoot“em-up À x 48 mn North Amenca or Ashura if you're in Japan, but the TS YEAR-1990 GENRE: PLATFORM 
was one of the first games to make its * European title makes no bones about Sega's homage to = Ori inall E E 
way to the Master System, and was the e E Commando Capcom's dassic arcade shoot-'em-up. Just ke in that ng YP E 
EEN aço | aro goes! rd a Fá | A, E data Hnparsicdes as a parody game 
most visually impressive of those earty releases. lt thremy o game, you mander up-screen shocting ad manner of infantry grunts À > titled Shinobi Kid Alex Kidd % 
around a lot of sprites at very hoh speed, with some and blowving through end-of-stage fortresses. lts a bit slover than Di À 4 4 Dia cd a dis draft melih R õ ; add soma -: 
smooth faux-paralax seroling serving as the ing on ) Commando and features rather chunkier sprites that seem to ape the quite Eid pe ima A á 
E ER tio! / car! LAS 7) Ft Eos a kid when | found out crossover star power. The 
the cake. Confusingy, the Master System version of j ta lkan Warnors style, but retains the two-player c0-0p play that makes , Epa Ea reta 
Chopifter is actually a conversion of a conversion: it's these games so much fun, ensuring that you'll keep coming back t wasn't a straight | resultis à great game which adds more 
e Lp np bra dg “fo tt cmi junio Co Tr IT EPT REDE Ee NETO conversion, but ended up  : platforming to the Shinobi formula and 









based on Sega's coin-op, itself an enhanced conversion 

of Brederbund's ongnal computer game. This means it a 

includes the extra environments and scorng mechanics Asterix 

of the arcade game, adding a bit of extra depth and DEVELOPER: SEGA YEAR: 1991 GENRE: PLATFORM de .oa [HIFI PUNIR E 
FL) 









more combat to Alex Ridd, and should 
still manage to satisfy both sets of fans. 


a enjoving It way more than 
RR similar 8-bit games 23 
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visual variety over the home computer versions. | 4 Fora console which thrved on platform games and f .17 ia Te R-Type 
18 was more popular in Europe than elsewhere in the eary Di 1 ia Ap e LA Enduro Racer DEVELOPER: COMPILE 
Nineties, a Icensed Astenx platlormer was more or less 4 e E DEVELOPER: SEGA E YEAR: 1987 E GENRE: RACING — YEAR: 1988 — GENRE: SHOOT-EM-UP 
the perfect release. The setup is rather plain: the Romans are holding | fo Ps E Despite the fact that ROM cartndges were unavodably more expensive than the tapes and disks used for R-Type received a Mr 
66 the drud Getafix captve, and without his potons the Gauls mil be ER RR RR RR E — most home computer software, Sega and its distributors were keenly aware that price was a factor for many number of fantastic ada der 
Easily the best É powerness to resist the imperial forces. Hovever, the gameplay is na, E consumers and offered a range of lower-priced games. The budget-onented Sega Card format didn't last too conversions over the years, 
version of the classic a fantaste. High-qualty pletforming E common on the Master System, om | à long, but Mastertronic had sutcess in the UK by offering a range of titles for as little as £9.99 — and judaing by comments we with the Master System's ra e 
game with its great E but what sats Asterix apart is the fact that you can opt to play as nua dd o A received, it seems that it was the price that persuaded many of you to buy Enouro Racer standing out as one of the DE TR, 
graphics and more : ! e Ta Astenx or Obelix. The former reles on his small sze and potions, em The game itself is a bit of an oddbal, as it doesn't really resemble Sega's arcade qame of the same name, instead plaving best of the early efforts. There's some 
varied levels 39 is — wide the latter offers brute, block-smashing strength. Each stage has Pa ar A ado Ed se ed | more or less Ike an sometno Excitebike. stands up to extended play well, thanks to its vaned off-road stages and an sprite flicker as you might expect, but 
The Laird two layouts, one talored to each character s strengthes, so you | have E E =. upgrade system that really makes a difference = you'll definitely notice ff you're using a better engine or improved suspension. It's otherwise amazing and an exclusive 





a rather different experience depending on which one you pix. Bm E Take note: the Japanese Mark III version of Enduro Racer utilises a bigger cartrdge than the Viestem release and Dboasts secret level really sweetens the deal. | 
additional stages, more vared scenery and improved presentaton as a result. 


E! | RETAO GAMER RETAO GAMER | ES 


ido Exal 
TRREDRNDEEnaDE 






ed Am =) resto TrtdA! 
H FENNEENNNNNEEE 





COS de ins o nine dar 
the best home version around 


Out Run did a great job of emulating the classic coin-op 





Out Run 


DEVELOPER: SEGA E VEAR: 1987 E GENRE:RACING 


The Master System didn't always fare well 
with conversions 0! Sega's high-end arcade 
machines, often struggling to emulate the 


sprite-scaling effects that made them so impressive. 
However, the Master System conversion of Out Run 
15 a very playable representation of the classic coln-0p, 
including all 15 courses and the three memorable tunes 
of tha arcade game 

While better conversions of Out Hun have come 
along since the Master Systems heyday. this one 
makes tt into your top ten because of the impact it had 
at tha time of release — it was the best home version 
around. Compared to the largely disappointing home 
computer releases, the colourful visuals and smooth 
movement of the console game seemed just like the 
real thing, lending cradence to Sega's claims of arcade- 
quality games at home 


Wonder Boy In Monster Land 
DEVELOPER: SEGA E VEAR: 1988 E GENRE: PLATFORM 

The second arcade Vender Boy coutng veas a word awvay 

from the simplistc platforming of its predecessor, retaining linear 

stages but introducing a currency system, shops, upgradeabie 
wWeBaponry and armour, and even people to converse with. There were 
plenty of secrets to discover too, with health and cash stashed all over 
the place and even hidden doors to find. The fuson of APG elements 
and arcade platforming was a big hit vaith players, and the change of 
format mould eventualky prove to be a permanent one. The Master 
System conversion kept up with the coin-op due to some impressive 
visuais and the same cross-genre gameplay. l's a fantastic game, and 
remarkabhy one which set the stage for even bigger things to come... 
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Fantasy Zone 


DEVELOPER: SEGA E YEAR: 1986 
GENRE: SHDOT-EM-UP 
Sega's trippy take on Defender is one cf 
the earhest examples of the cute-em-up, and 
the Master System converson is excellent. 
Wyae it had to drop the backgrounds mn order to 
get the massive bosses on screen, it's otherwise 
visual faithful to the original, vrth Bright colours 
and surreal enemy designs. The audio E also great, 
with close renditons of the arcade tunes. As for 
the gameplay, ils a very tight horgontaly seroling 
blaster which requires you to locate and destroy a 
series of bases im order to fight each end-of level 
boss. Defested enemies drop coins to spend om 
povver-ups, which you'll defintehy need - this game 
is a stiff challenge despite its cartoonish visuais 
We remember being utterly destroyed mary, many 
times im our youth, but as with any great game, we 
Kept retuming for more punishment. 


Castle Of Illusion Starring 
Mickey Mouse 


DEVELOPER: SEGA E YEAR: 1990 E GENRE: PLATFURM 
For a time in the earty Ninetes, it seemed that picking up a 
Disney platform game was a quarantee of quality - Capcom 
tumed in some fantastic NES releases, while Sega kept its cum 
crovd happy with the likes of Caste Of llison Minme Mouse has 
been Bidnapped by the evil witch Mierabel, and it's up to Mickey to 
gather the seven ranbow-coloured gems and bring her back. 

Despite the Master System bemg targeted at a younger audience 
foliaving the release of the Mega Drive, the 8-byit version of the game 
is noticeably harder than its 16-bit counterpart. That's not for bad 
reasons either, as the newv level designs are tough but fair. It isn't quite 
as visualhy lovely as the Mega Drive game, but tl certainhy last you a 
hole lot longer — and it seem you all appreciated that 
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Phantasy Star 
DEVELOPER: SEGA E YEAR: 1987 E GENRE: RPG 
Alis Landale's quest for vengeance against King 
Lassc is one of the al-time great RPGs, and was 
highly influential in the development of the genre 
on consoles. The large 4-megabit carindge enabled 
a huge amount of visual vanety and a truly epic quest 
for the era, the smooth animation of the first-person 
dungeon scenes was a sight to behold, and the game 
even let players save via battery backup. However, that 
technolooy meant Phantasy Star was a pricey release, 
which we suspect is try it failed to crack the top five 


Sonic The Hedgehoc 


— DEVELOPER: ANCIENT feno acl 1991 GENRE: PLATFORMER 
While Sonic might have been created to promote the 
Viaga Drive's strengths, Sega wasn't going to deny 
its 8-bit customers a chance to experience its exciting 

new mascot. But with Sonic Team busy creating the full 

powered 16-bit version, Sega didn't have the resources to 
develop it in-house — enter Ancient, à new team co-founded 

by notable gaming musician Yuzo Koshiro. Knowing that a 

straight conversion of the Mega Drive platformer would be 

impossible, the team instead opted for a loose adaptation 
which lost a líttle of the speed and all of the loops, but 
remained faithful to the spirit of the original. 

In fact, it's even arguable that the Master System version 
of Sonic The Hedgehog is actually a better game than its 
16-bit counterpart. lt might be missing a few of the flashier 
tricks, Dut the game Includes completely exclusive stages 
with more varied level design, including gimmicks such as an 
auto-scrolling stage, an entirely vertical stage and a proper 
maze that had no place in the Mega Drive game. And while 
onhy the titia theme and Green Hill Zone music remain from 


Masato Nakamura's iconic soundtrack, Koshiro's new music is 


of equally high quality. 

This game set the tone for Sonic's later Master System 
outings, both of which would be completely disconnected 
from the Mega Drive releases. lt served an interesting dual 
role, too — it was the final game for the Master System in 
North America, but in Europe it replaced Alex Kidd In Miracle 
Word as the Master System ll's built-in game, serving to 


extend the life of the consola by bringing in thousands of new 


Master System ommers. However, whether you experienced il 
as a swansong or an introduction, it's hard to deny that Sonic 
The Hedgehog is an excellent platformer which deserves its 
high place on this list, 


Shinobi 


DEVELOPER: SEGA YEAR: 1988 EE GENRE: AUN-AND-GUN 
The first of Joe Musashi's adventures received 
an excellent Master System conversion, which 
included all of the arcade stages and enemies 

but alsó provided a number of updates for the home 
auciençce, Joe Could now sustam multiple hits before 
death and didn't have to rescue all the Eidnapped kids, 
though it weas still à quod idea — they represented 

the onhy way to geí new weapons, regain health and 
access the classic bonus stages. These enhancements 
helped Shnoty to become your top Master System 
Ee | atado conversion, and we can'tamgue- it's ace. 
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Psycho Fox 


DEVELOPER: VIC TOKAI E YEAR: 1559 E GENRE: PLATFORM 
In the days before Sonic The Hedgehog, fast- 
paced platformers were rare, but Psycho Fox 
was one of them. Taking the basic gameplay 

template of NES platformer Kid Kool it stars a fox which 

can transtorm into a vanety of creatures — a hppo with 

a powertul punch, à monkey with a high jump and a 

realy spesdy tiger. Top-notch stage design and tight 

controls ensured the game's success, and Vic lokal s 

momentum-based platforming template would later be 

used for Decap Attack on the Mega Drive, 


e CArguei ly a better game 
than its 16-bit counter part 95 


Master System Sonic impressed with is more varied level design 
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Wonder Ill: The Dragon's Tra 


DEVELOPER: WESTONE YEAR:1989 GENRE:PLATFORM 
H there's one thing the Master System excels at, it's definitely platform games - 
the genre is clearly dominant in this top 25, so onhy a platformer of exceptional 
quality could possibly rise to the top. Described in a 95% Mean Machines review 
as “one of the best games of its type available on any console,” it's fair to say 
that Wonder Boy ll: The Dragon's Trap is a platformer of exceptional quality. 

Beginning in the final level of Wonder Boy In Monster Land, you get the chance to fight 
the final boss of that game again — but this time, defeating it reveals a nasty surprise. Our 
plucky hero is cursed upon the dragon's defeat, transforming him into a fire-breathing 
lizard. He escapes the collapsing castle but now needs to become human again, s0 a new 
quest begins, taking him to locations such as a spooky forest, a dry desert and a fiery 
cave. That sounds like standard fare for the series but unlike its predecessor, Wonder Boy 
[ll doesn't contain individual stages. Instead, it takes place in a single large world where 
everything is connected and you're only limited by the obstacles you can overcome. 

Of course, as a lizard you can't overcome too many obstacles, but during the journey 
you'll encounter more dragons and be transformed into new animal forms. The first is a 
tiny wall-scaling mouse, while later ones include a lion with a massive sword swing and an 
eagle which can fly. All of these forms enable you to visit new areas and access new areas 
in old ones, creating the feeling of a grand adventure where undiscovered secrets could be 
hiding anywhere. 

The Metroid-esque structure is certainhy great, but if's far from the only thing that makes 
Wonder Boy liso good. The controls are dead-on while the vibrant, detailed visuals are 
superb and sprite flicker is kept to a minimum. In some places, the game almost reaches 
the visual quality of carty Mega Drive releases. The soundtrack contains a number of 
superbly composed tunes and even supports the FM add-on for improved sound, despite 
never having been released in Japan. 
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Alex Kidd In Miracle World | 


[|] DEVELOPER: SEGA = VEAR: 1986 a GENRE: PLATFORM 
> You had to know that if E Sonic was high on this ist, his 
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> 
66 Picked this up 


when | was eight because 
| thought the cover was 
awesome, then never played 
anything but this for 
a year! 99 
Lorfarius 


predecessor as Sega's mascot wasn't going to be too far away. 
Despre having recenved five games on the Master System, 





ts Alex Kidd's debut that stands the test of time as the strongest 















nstalment in the seres and one of the strongest games on the 00 eo: ha Wonder Boy Illwould be a great game on its own, but as a sequel it really acts as a 
console. Mlax Kidd in Miracie World owes a lot to Nintendo = the game png ca ae 18 model for others to follow. New players are brought into the action quickhy thanks to the 
takes inspiration from the incredibhy popular Super Mano Bros, with its e oa aa OS a SD | game's inspired introduction, while old fans have a whole new structure and new abilíties 
visual similaríties and destructible blocks showing the influence dear. [an im to play with. It's telling that Castlevania: Symphony Of The Night, a PlayStation classic 
However, Alex's choice to punch the blocks instead of headbutting no RO RO RS qd: Ud considered by many to be the pinnacle of that series, shares a lot of its design traits with 
them is only the start of the differences. dk. ql o | The Dragon's Trap. lt just goes to show that while Retro Gamer readers have voted for 
While Nintendo's ht 15 a fairhy simplistic platform game, Sega loaded eds Ea Wonder Boy ll: The Dragon's Trap as their favourite Master System game, its design 
ts release with features that keep the gameplay varied. While Mario's 2] e od [CAR principles ensure that it would be an exceptional game on any platform. 
coins existed solely to provide extra Ives, Álex can spend the money L E Ed b pede fuio fala fuio Dao [8 k j — 
he collects in shops throughout the game. He can also store items to e o pn q O RR E 
use later on, a feature which would eventually be added to Nintendo's ê nm | 


seres, and even nde vehicles such as a motorbke and a speedboat. 
Tha rock-paper-scissors boss baties seem like a strange inclusion, but 
tor many they re simphy a part of the game's unique charm. 

Sega's fortunes never benefitad from Alex Kidd in the same way as 
Nintendo's did from Mano, but it's not hard to explain wtry this game 
placed so high in your list — it was built into al North American Master 





5 reasons why it's great 


It's a great example of the 
Master System 5 visual 
strengths, with colourtul 








RES dt 


Beginning from the final 


level of the previous [E 


It's a truly epic 





system Il consoles and a great many of the European ones, ensuring adventure, requiring Each of the different h d detailed Shinichi Sakamoto s game is one of the 
popularty from the get-go. Gamers would return to their carindge-free multiple nights of play arcarrereustiria ásia E sr EE s as soundtrack is fantastic, greatest introductions 
consoles time and tume agam to play it, and they were revvarded and password eso to truly unique, changing ge bend and should get far more to any game, 
with the kind of lengthy, chalenging platform adventure that 5 not reach the ending. the way you play recognition — there's ever. 
commonhy surpassed on any format. In fact, on tfus console onhy a the game. even an FM 





single game manages to do so... version! 
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ç Cronica with features 
for varied gameplay 99 


Alex Kidd is far more than a Super Mario Bros variant | 
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he grizzled ex-gunslinger 
Caleb, head of the The Cabal 
and one of four 'Chosen', 
kneels before his god, the 
evil Ichemobog, not knowing why he 
and the others have been surmmoned. 


With a dark voice laced with rust IN THE 


razor blades, Tchemobog uttars ts 
dissatisfaction; they have failed the HNOUU 
forgotten god and must pay the ultimate —  » PUBLISHER: 

price. With a short, brutal, clench of GT INTERACTIVE 

ts fist, Tchemobog sucks the He from » DEVELOPER: 
them; Caleb, his lover Ophelia, Gabriel MONDLITH 

and Ishmael are dead. Thus inesgplicably = RELEASED: 197 
Slam by the very god he worshipped, n PLATFORM: MS-DOS 
the Cabal leader is no more. Until... » GENRE: , 


De veio) Sed on Blood can be tracer FIRST-PERSON SHOOTER | 


rty as 1993, although its 
origns are somewnat muddied. Or 
rather, blood-staned. "Speculation 
about ho Blood came about has 
been amusing to those of us who Ived 
it," says Nick Newhard, creative lead 
and main designer on the game. | 
cached Scott Miller and Geo re 
Broussand of Apogee with the idea of 
fórming a game development team m 
aeatile. There were a lot of nego 
and the end result was that our team, Q 


While the most famous 


Build game remains Duke 
Nukem's popular third 
outing, Ken Silverman's 


2.5D engine also produced 
several her titles. Graeme 
Mason chats to two of the 
men behind the derivative, 
violent and jolly entertaining 
undead romp Blood 
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e [DOS] Eimnatin q enemies vet tha 
Hare Gus sudabdy mess 


(<We had some pretty advanced technology in 
Blood that wasn't in the other Build games JJ 
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Peter Freese recalls how he extended the standard Build engine and tools 
















Studios was Incorporated intó Ápogee 
with the goal of developing Blood - a 
first-person shooter using the Build 
engne” At this pont the game was 
simply known as “Horror 30º and Nick 
recruited Peter Freese into his team 
“Nick was besic aly the vissonary betiga a 
the project," says Peter, “and ne, 
| had worked at an earky educationa 
comparry called Edmark m the ear 
Nineties.” Peter vias working at another 
per when contacted by Nick to 
a" nterested in helping out. 
ó Dt the Al routines on Homor 
E, formed in November 
sister o! Nick Ne aro, 


| a [DOS] Scven yours bad luck? 


THE MAHING OF: BLOOD 


THE MAN WHO 
BUILT BUILD 


“| started my initial research in 

the March of 1993 and one of the 
companies | sent the demo to was 
Apogee," says Ken Silverman, 
creator of the Build engine, “George 





Broussard sent copies to his various 
teams and Nick Nemwhard took it 

up wilh a project tentatively called 
“Horror” Ken and Nick would 
subsequenthy discuss the engine at 
lzast once a week, working on the 
original grid-based version before 
Ken scrapped it and rewrote it to use 
sectors carly in 1994. Blood would 
subsequenthy utilise an early method 
of creating 3D sprites called voxels. 
“Vox sprites are 30 models made 
up of a grid of cubes,” explains Ken, 
“and in my format only the cubes at 
the surface were actually stored and 
rendered. It was nice being able to 
walk up to something and it not being 
a cardboard cutout, but my editor 
back then was very dificult to use 
and the reduction in frame rate when 
using voxel sprites were big reasons 
why they weren t used more. Ás a 
result, in Blood, voxels were used 
mainhy for ammo pick-ups and the 
vecasional piece of scenery. 





in mind that the Build engine was both 
pre- Quake and pre-Direct X,” notes 
Nick. “Heck, the closest I'd personally 
been to having access to an actual 3D 
engine at that time vas used in Uitima 
Lindenvoro!” Apogee planned to fund 
and publish a number of games wyrth 
Build, yet despite the engne's relative 
freshness, O Studios was keen to 
Expand on and improve the base of 
ts game. “larchitected all the core 
systems for Blood - basically everything 
game-related that wasn't handied by 
Build," recalls Peter. "| also extended 
the engine quite a bit - sometimes 
yuth Ken's help. Vie had some pretty 
advanced technology in Blood that 
wrasn tin the other Build games, like 
our 30 sound and resource caching 
systems.” Peter also built and extended 
the tools used to create the game 
content, such as creating a keyirame- 
based animation tool for the weapon 
overlays wrich alowved the team to 
easily manipulate variõus layers for the 
Sgpor fire animatons and muzze flare 
effects. In addition to Peter's work, Ken 
roll vas  asar ole developing 
penmenting vvth nevy 
ideas. “Mt some point he added - 
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- voxels Jinto the enginel,” remembers 
Nick, “and we mncorporated them once 
the kinks were worked out and we had 
the tools to make them.” 

With Peter taking care of much of 
the technical side and Kevin Kistrom 
the graphics, Nick was busy designing 
levels, implementing mary of Blood's 
cod features and helping develop 
its macabre plot. “HP Lovecraft 
was definitely a design influence 
throughout,” he reveals, “and the 
orignal design for Blood — one gamers 
never saw = had a much darker and 
more senous plot” Nick cites George 
Broussard for pushing the game 
towards a more comedic angle as the 
plot atolhy embraced a dark humour 
which he credits in part towards Blood's 
commercial success. Remembers 
Peter: “Wve'd all planned for Blood to 
be a senous horror game, hence the 
3D sound. Ând we spent a lot of time 
coming up with ideas to immerse 
the player and scare the crap out of 
them.” Vyhen the programmer saw 
the direction the game was taking, he 
recognised it was likehy for the best “ht 
probabhy helped that Kevin was a big 
tan of Bruce Campbell and had the film 
Army Of Darkness playing repestedhy m 
our tiny office space!” he laughs. Says 
Nick, e would regularty watch homor 
movies at OQ Studios, 50 avoiding cross- 
contamination from all those flicks vas 
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impossible. Often the process began 
with Kevin, he'd mention à quote or joke 
that had us all laughing, and next thing 
you knew something from the movie 
made it into a sprite, game text or level” 
The team was also tighily focused 
on hoy the game “felt to plavers, as 
coder Peter Freese explains. “Ithink | 
spent two whole days trying to reverse 
engineer Doom's control acceleraton. 
After panstakingty recording rotationa 
à Speeds and keyboard acceleraton, | 
implemented what | beleved to be a 


» [DOS] Take one Eghtar, add ane aerosol ano 
vouva got an eloctva dincongruous weapon. 
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= +|DOS] Another outor | 
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rescat Iaumchar 


e 


similar system in Blood | showed it to 
Nick and he said "Nope, that's still not 
right!” Peter retumed to his code to try 
to figure out mir à few milseconds 
difference mn timing made the controls 
feel different. “Nick was really hard to 
please ten it came to this, but | think 
itvas the night thing to place so much 
importance to ft. There were several 
Doom cones out while we were in 
development and many of ther controls 
were just abysmal." 

While the development of Blood may 
sound like the best fun ever, Of course it 
masn't. “Vie never had enough money 
to do all the things we wanted to do, ' 
continues Peter, “and our entre budget 
from 3D Realms [into which Apoges 
had morphed) was somethng lke S15k 
a month at ts peak, vath wivich we had 
tó pay our entre team and operating 
expenses. lhe tight finances put a 
huge strain on everyone involved and 
me constanty looked for other sources 


n [DS] Thus sknfota 


to help fund the development.” Tas 
mas reflected in aspects such as 3D 
modelling, which was way beyond 
budget and the experience cf the 

team. "Kevin was a traditonal artist 

and sculptor,” notes Nick, “with no 3D 
experience and we had no access to 3D 
tools. So we went old-schoo! and put 
together a green-screen ng. Kevin either 
ui or scanned nearly every sprite nm 
the game and hand-drew and animated 
everything else." 





a break from the games industry for 
family reasons. “| took my leave as we 
transtoned from O Studos to Monolith 
It helped knowing Monolth was run by 
trends [wrth] the backing to bring Blood 
to frution.” he says. The Washington- 
based developer had acquired O Studios 
in the winter of 1997 and as part of the 
merger gained the nghts to Blood from 
3D Realms, which was now busy on 
fellowv-Build title Shadow Vigmor And 
with Duke Nukem 30 proving to be a 
roanng success, Monokth CEO Jace 
Hall pushed the project ornwerds at 
pace. Level-designer Jay Wilson was 
already on board (“He was working as a 
theatre usher before... 50 he was pretty 
happy with the transition to getting 
paid to make game levels, laughs 
Peter) and the change to Monolith saw 
more hands tó the pump such as Craig 
Hubbard, hred to flesh out Blood's plot 
We return to Nick now and enquire 
whether he ever met arry resistance to 


the graphic intensity. “From my earest 
discussons with George and scott we 
never wavered from the goal 0f making 
the game as graphic as possible, he 
says, “and we never got much flak for 
t. Games lke Posta! drew way more 
attention from uptaght politicians such 
as Senator Ligbermann, so perhaps the 
dark humour was our saving grace” 
Part of this humour lay in the veeapons 
that Caleb can mield throughout the 
game. À pitchiork, Tiare qun and even 

a voodoo doll (the Ide leech) can be 
used to eliminate enemies in a vanety of 
amusing and satsfying ways. “Iwrote 
up a bunch of ideas for weapons Caleb 
could acquire during the game,” recalls 
Nick, “and added improvsationa! ones 
such as the lighter'spray can” Despite 
the (approximate) 1920s setting, the 
team were prepared to forsake reality in 
order to have some really cool weapons 
IMeantime, the odd ethereal feel to 
many of the game's levels came from 
Nick 5 expenmentation with level design 
principles such as lighting, transparency, 
slopes, wall sprites, and sector controls 
and stacking. “| would put it all to the 
test in a level” he reveals, “and often | 
ended up with a fantastic-looking area 
or some really greatooking effect, but 
not a complete level, and these found 
their way Into larger maps.” 

As development continued apace 
early in 1897, twvo vital ney men lent 
therr talents to Blood Frsthy, Stephen 
Wieyie arrved to provide the gravel- 
toned voice of Caleb himself. “The dark 
humour even infected Stephen,” smiles 


É É We never wavered from the 
goal of making the game as 
graphic as possible 77 
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Nick, “as me didn't discover Caleb's love 


of show tunes until he started warning É One of the most ai Itivas one of those things that sounded 
up dunng our recording session!” great on paper but failed in gameplay.” 
Secondhy, the moody and sombre music and quickly home in on Caleb's toes. Bette In spite of critcism of the Build 


to Blood was the work of composer 
Daniel Bemstein, who also contributed 
what would everntualhy be dubbed “Dark 
Wisdom in Blood IL In other words, the 
strange mix of Latn and sansknt that 
Tchermobog's demented cultist hordes 
used as a language 


engine (which was starting to look a 
tie creaky thanks to Quake), Blood 
receved generally positive TeviBws 
and ve asked Nick why he thought 
so. “Blood stood out for a number of 
reasons, starting with its core gameplay 
- single-ptayer and Dloodbath. [dl 

also point out the attention to detail 
throughout the game. The movement 
was bght, the single-ptaver levels were 
huge and fun to explore, the weapons, 
alt-fires, positional audio, special 
effects... all of that plus the great 


FEL caro chi cd LIL 
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producton we mera playing the capture 





the flag mod in Quake,” Nick explains, Another foe thai's annoying raihe gameplay” In addition to Quake, the 

“and we found it so engagina, we spent actually much danger and its Low hit poir game was also up agamst fellbw- Build 

the next 36 hours coding it into Blood!” be Kill title Shadow Hiamor, which acted as 
As this vas added, another feature, H the weapons the primary motivation to the team 


a mode called Bloodlust in wtiuch Caleb 

wrnulo transform into 'The Beast and 

need to maintain a constant slaughter AI LUMBIE 
m order to retam the pomerftul form, o 

was abandoned. “Wve sort of had t more hit points and bette 


for getting the game out as soon as 
possible. Nick also reserves particular 
regret for releasing too much content 
à in the shareware version of Blood. 

| “Vive should have released fewer 


veorking,* says Nick, “but we actually eapons compared to the levels and weapons and would have 
cut it because it kind of sucked in melee immer counterpa hy noi probably gamered more sales at retail.” 
combat and didn't contribute to the tun. ht up some dynamite ani he grimaces. 





Nevertheless, both Nick and Peter 
look back very fondhy on the crimson- 
tastic FPS. "ltwvas my first child” and 


a! E vears of effort for a small and dedicated 
IMIUINO core team that worked tirelessiy on 
Fe geting its release. And we really made a 


gamer's game and to this day our 
Bloodbaih moda was the most frenetic 
and fun multiplaver mode I've ever 
experienced.” says Nick, wide Peter 
condudes: “Despite the bittersweet 
regret for ali the things we didn't 
e manage to get in tó it, Im definitely 
JUINL proud of the game. And if anyone wants 
to fund Blood 3 then count me int” 
Caleb stands before Tchernobog's 
temple. In hs coarse, sandpaper 
voce, he asks wtry the Chosen were 
Aslauohtered. The evil god looks don 
upon the lone figure whose great pomer 
It nom covets and wishes to use to take 
over the ora. “Mme is that 502” 
growis Caleb solemnhy, drawing his 
trusty flare gun and preparing for one 
final, decisive, battle with the god and 
its minions. PE 








Our special thanks to Nick Newhard, 
Ken Silverman and Peter Freese. 
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We speak to Dropzone, International Karate 
and Mercury developer Archer Maclean 
about a subject that's very close to his 
heart — classic arcade games 


What's your earliest memory of 
visiting an arcade? 

was a od on a school! trip to the 
seaside town of Bude in Comvall, in 
1972 or 1973, and got hooked on a 
strange-locking yelow machine vath a 
NRovAnE AvILe dot and beeps com NE 
out the back. | tumed out to be an 
onginal Atari/Syzgy arcade game with 
PONO painted across the top, which 
then took all the money in my pocket, 
that wasn t actually mine to spena, and 
got me into trouble 


What's the first arcade game you 
can remember playing? 

às mentoned above, | was hooked 

on Pong from a very young age. As 

a kid in the Seventies | would hunt 
down arcades wherever | was, and 
have vivid memories of all the first-time 
encounters with games lke Breakout, 
Tank, Night Driver Star Castle, Space 
Invaders, Asteroids, Defender and so 
on. In 1978 | had a part-time job for a 
ocal electronies company and they put 
a Space Invaders cocktail in the shop 
area = sure enough the staff, customers 
and myself constantly played it day and 
night until it broke through overuse! 


Did you visit any arcades in your 
younger days? What were they and 
why did you go there? 
| used to skive off school, catch a train 
nto London and head for Tottenham 
Court Road / Chanmg Cross / Leicester 
Square where there were dozens of 
arcades at that time. 

| can remember one particular place 
had a two-playver black and wiite racing 
game (itiwwas Sprint 2) and it had a faulty 
com door — every time vou put your 10p 
n, it would drop out the bottom straight 
nto the turn-ups on my school! trousers. 


| often mondered what those turm-ups 
were for. VV must have reused that 
10p a hundred times that day. 


Why do you think shoot“em-ups 
were so popular in arcades? 

Back nm the Seventies | think it had a lot 
to do with how the word was going 
through a space race and Cold VVar 
arms race. Every commercial electronic 
gadget got branded as a by-product 

of 'space-age technology whether 

mt be calculators, chgital watches or 
computer qames. 

Whilst Atan's Lunar Lander was a 
classic directly related to the moon- 
anding main-frame games of the 
Swtes, we also had UFOs 
and Iíttle green men served 


up with everything. These Ti ] 
would often appear as slimy m PRESA 


Uai 
moi] 


blobs in Star Trek, or ones 
with breathing problems like 
Darth Vader m the first epic 
Star Viars, and nasty ones like 
the face-suckers in Alien. Then there 
was Close Encounters, Space 1999 
Sitent Running, and even daft stuff 
ke Moonraker 

Basicalhy, a lot of early games 
featured “vou' as the saviour of the 
human race, protecting the home planet 
Irorm an aben onslaught, and | think this 
appeals to a subconstious human need 
to survive 


Why do you think that arcades were 
so successful? 
It's hard to pinpoint one reason, but the 
fact 15 we like to play games — always 
have, always will 

What arcades did was provide a 
major neve medium with veruch to 
immerse the player, giving them eye- 
candy explosions, survivable collisions, 


=. 


+ sound effects 


and unique controls that could 

take a lot of more gnef than any home 
console joystick, all in exchange for 10p. 
kt wvas quite the fix back then 


What do you think was the cause of 
the death of the arcade? 
There were mary reasons, including 
cversuppiy, (00 many clone games of 
mediocre quality, the arrival of endless 
bland interchangeable JAMIMA game 
boards that fitted into unifigd arcade 
cabinets instead of all the unique cab 
designs that flourished in [thel late 
Seventies. There was also the fast 
growing home video console market 
and home computers that would 
often have adapted versions of 
what was in the arcades, although 
rarely as q00d. 
| 
What's your favourite arcade 
game and why? 
| cant realhy name one alktime 
favounte, but the ones | still like playing 
a lot would be Robotron, Missine 
Command, Ásteroids, Space Invaders 
and lempest. Homever, | also have 
other types of Eighties machines such 
as Tarto's “Ice-Cold-Beer' which might 
be electromechanical ball-beanng 


a 
I 


games, but are immensely addictive to | 
| anyone who attempts to play them. 


Tell us a little about your impressive | 


coin-op collection. 
The carliest cab - a Streets Defender 
was bought around 1985, followed by a 
UK Robotran which | still own and is still 
working on its onginal board sets 

About 13-14 years ago | deoded to 
sell the Streets Defender as | wanted 
to hunt down a real Williams Defender 
Google and eBay were just happening, 
and was amazed at how the price 
of collactabla arcade cabs had gone 
through the roof and started to look 
around at ways of acquinnag loads 
more. | ended up building good 


= Archar aero 
Clvely meg ão 
here tha Sama po O PE MANY Of his 
é tha Sopro “viaders cabine Merda E 
e Mantas. 


ny vedte à ITIpONMEBG d TEAM 


containers" worth of cabs from the USA 
| 


as they wvere so much cheaper at the 
time, and also in much better condition 
that the damp rotten ones often found 
abandoned nn damp UK qarages after 
vears of abuse. 

in restoring ny machines to near mint, 
reproducing all the artwork and other 
parts to make them look better than 
when the came out the factory 35 years 
ago. But that's a personal choice thno, 
as other collectors Ike to keep them 
grungy, smeling nice, with beer stains 
and fag bum. 

In a vweay | was paying homage to 
the machines that Inspred me to mmte 
games m the first place, and | have 
subsequenthy got to meet a lot of the 
onginal people behind those onginal 
machines, including Ed Logg, Eugene 
Jarvis and even The Creator himself 
once = Nolan Bushnell! 


Are you still actively restoring 
machines? Which was the last one 
youdid? 


= 
em 
 —-— anteo. 
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com ie do 


TES, but not as much as | used tor Se 


the picture of a Space Invaders cocktail 
table machine that E now In sparking | 
condition. | think I've done thase aliens 
presdwiththatonel. 


| still enjoy recreating precision 
side-art prints, the most recent being 
Battiezone and a rare Vectorbeam game 
caled Speed-Freak, X 


di 


L 


LI 


ec 


her hlacl 


relatons vaith numerous American 
collectors, courtesy of intemet 
forums and in the following 


Ari 


a Archer dogsn't just have fond memories Dé tha arcade 
= ha maintans a cofection of golden age games 
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ONE VISIOM: A MICROUISION RETROSPECTIVE 


TUCrOVISION 


lectronic gaming in the palm 

of your hand has been around 
almost as long as videogames. 
While the latter required a TV, 
the former arose in the mid- 
19705 as a way to use up excess 
calculator parts gathering dust 
in a market recently taken over 
by the Japanese. The class of games was created 

in the US by Mattel after exec Mike Katz saw a new 
Er Mi FOM BRADXE E DOportuntiy tor those stagnant parts Ey Fepurposino 
them to play games on. Assigning some engineers to 
the project, they came up with a novel way Of using 
microcontrollers (a small single-chip computer) with 
on-board game code to drive an LED display and 

the Mattel Electronics group was bom. Comprising 
nothing more than glowing LED segments housed 

in patterned plastc, they were a far cry from actual 
videogames, but these small electronic games caught 
the imagination of a generaton of children. 

As other companies began to enter the market, a 
funny thing had happened by 1978: nm the US, sales of 
electronic games actually outsold home videogames. 
In fact, while the magazine Newsvrosk vas 
celebratng the high-tech toys and games on its cover 
that Christmas, home videogame sales were hit hard. 

Addronalhy, a display shift had been brewing in the 
calculator markat as LEU-based calculators gave way 
to both vacuum fluorescent display (VFD) technologies 
- with crisp, glowing elements = and liquid crystal 
displays (LCD) offering lower power consumption 


[The chemicals” 
speed determined how 
many lines you could 
have in the display 









A MICROVISION RETROSPECTIVE JEI 


Often billed as the first handheld game console, the Microvision is 
actually an evolutionary step in handheld electronic games, those 
distant cousins to videogames. Marty Goldberg reveals the 

history behind this pioneering product 


The stage was further set by the appearance of the 
handheld Merlin that year. Designed by Bob Doyle, thes 
handheld electronic game was released by Parker Bros 
and wvent head to head with Mion Bradiey's tabletop 
format Simon (designed by the legendary Ralph Baert 
that Christmas 5e2a50n. Merlin's big advantage” kt 
could play more than one game — switchable to several 
different builtin games, much like the dedicated 
videogame consoles of the mid-1970s 

it vas during this backdrop of portable electronic 
dominance that the next generation of these handheld 
games were being designed at a small firm n Santa 
Monica, CA called Viestern Technologies. Jay Smith 
had founded Western Technologias on 15 September 
1978 as an engineermg firm to design electron 
games and toys for the major toy compames of the 
gra. À toy think tank” of sorts. Jay had come up with 
the concept of what became the IMicrovision thanks 
to a small side business of the compary. “VVe were 
creating the chemicals that went into an LCD display 
and were seling them to Hughes Aircraft, a major 
manutacturer of LCD displays at the time,” says Jay 

bt the time, LCD displays were limited to a three- 
rovv display. As Jay Numinates, “Depending on the 
make-up of the chemicals, their speed determined 
how many lines you could have in the display. In - 
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e general, three rows was about it.” Realising that 
three rows of dots was not enough to do a meaninglul 
game display, he came up with a novel idea akin 

to howr today's 3D graphics engnes “clp' graphic 
elements not being used in order to save processing 
speed. “Vie realised the graphic displays 
at the time counted every prsel every 
minute, whereas in a game dsplay 

wwe would onhy use about 20% of 

the preeis at a time. Why morry about 
ros not being used? 50 we created 

a display system that onhy govemed 

the rowys being addressed * In this 
method, pixel rows that are on most 

of the time and static require the least 
amount of attention. Rows with semi- 
moving objects require a litde more, and 
rows with regulany moving objects (a 
shot, a ball etc) require the most. This 
advancement allowved a former unheard 
of 16 ros of pixels and in tum created an 
LCD display that was much more viable 
for playing games on. 

Having to come up with a custom 
LCD driver chip, the thought became that 
E they mere advancinag the technology 
this much display-wise they might as well make it a 
programmable system that could swap out caríndges. 
The problem was, once agam, the technology (and 
cost) wasn't there vet to support a full microprocessor 
with swvappable game ROMs in a handheld format. 

Most LED handheld games of the time (and 
electronic toys in general) used wvhat are called 
microcontrolers. À microcontroller a chip that is 
essentialhy a tul “computer on a single chip. That 
means the processor, RAM, nput/output and other 
related technologies that are all separate in a traditional 
computer are combined in a single chip. Now, that 
chip and its resources were nowhere near as pomertul 
and plentiful as a regular microprocessor-driven 
system at the time, but they weren 1 intended to be 
Microcontroliers were created to be used in small, 
compact devices. Devices such as... you quessed it, 
calculators. That's one of the reasons why Mattal's 
first handheld electronic game (Auto Hace) uses a 
microcontroder and the technology became a staple 
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a Sea Duelis essentialy a one-player version of Milton Bradkry's 
popular board game, Batteshio It's certairdy veorih seeking cut 


of the handheld electronic games industry and the 
electronic toy industry as well, 


he actual software that was to 
run on the microcontroller was 
usually packaged within the 
microcontroller IC itself in ROM 


of the device. However, just Eke all the 
meant you had a very limited amount of 


of Mattel's Auto Race, Mark Lesser, had 
to fit the entire game (logic, sconng etc) 
into 512 bytes of code. À feat that makes 


developers of the time seem spatious. 
Jay Smith's solution was to 

lEverage microcontrollars in a way not 

unike dedicated videogame console 


| their single-chip 'Pong-on-a-chip' based 
systems: create the ilhusion of switching 
out games by switching out the dedicated 
systems themselves. In that format, the 
system 15 realky just the controlar and display 

mechanism and the 'quts' are all on the part beng 
swapped out, Companies in Europe like Hanimex 
had started releasing 50 050-based consoles in 
1977 that did just that, and Atari had its Game Brain 
It showed at the summer 78 CES but chose not to 
release. In the case of Jay Smith's proposed device, 
the handheld unit would onhy contain the electronics 
for the LCD and controls. The microcontroller that 
contained the system's main circuitry and game 
itself would be located on a portion of the unit that 
would swap in and out, plugging into the other 
circuirtry men it was docked. 

Building a prototype, Jay Smith shopped ft 
around and Mikon Bradley ound up biting 
at the opportunity. Miton Bradiey had started 
in 1860 as a board game company located in 
Springfield, Massachusetts. By the early 19705, 
it had released board and novelty game titles that 
had become staples of many a persor's youth, 
such as Mouse Trap, Operation, Battleship and 






format, further adding to the compactness 
other resources im the microcontroler, this 


ROM space to work with. The programmer 


the typical 2K available to Atari 2600 game 


manufacturers had looked at that year with 


[( We created a display 
system that only 
governed the rows 
being addressed |) 


Jay Smith on how they solved the LCD issue 


Connect Four. Following Mattel's lead, it tentatvely 
stepped into the electron toy and game market m 
1977 with the tabletop Comp IV (released in the UK 
as Logic 5). À number sequencng game that was 
more an educational toy in the same class as Texas 
Instruments Little Professor, it comprised a series 

of LEDs housed in a case meant to look lke a child's 
version of a computer. was joined that year by an 
updated electronic version of its classic board game 
Battleship. In 1978 Milton Bradley followed up with 

a new electronic board game called Laser Attack, a 
tuturistic Star VWiars-influenced electronic toy space 
fighter called Star Bird, and the aforementioned Simon. 
lt was Simon, though, that Milton Bradley knew it 

had a hit with, and so it pulled out all the stops for 

ts introduction. The game of glowing coloured lights 
and musical tones made its debut at News York s cuwyn 
location for dancing lights and musical sensations, the 
iconic Studio 54. When Jay approached Milton Bradhey 
with the concept for his handheld electronic game with 
switchable games, the firm knew it had an appropriate 
folina-up tó Simon. 

The designers of the system = Jay Smith, Gerald 
Karr and Lawrence Jones — were awarded US patent 
number 4359222 for the Microvision. Entitled 'Hand- 
held electronic game playing device with replaceable 
cartridges;, it was oniginalhy filed on 30 October 1978 










Descrbed as a “A compact hand holdable electrical 
toy game assembly, the dramings show the inrtial 
proposed format for the IMicrovision which included 
both a primordial version of a “d-pad' thumb controller 
and a spinner for playing paddle-style games. An 
altearmate version shown in the same filing is a tie 
closer to what became the actual Microvsion, including 
a 12-button keypad, spinner and removable faceplate, 

The development, from concept to full product, led 
to some nteresting design work and changes from the 
initial concept. At first glance, the Microveion looks like 
an oblong version of the typical handheld electronic 
game of the time. This certainly wasn't needed for the 
electronics, as they take up about the same space if 
not less) as the other games on the market. Accordang 
to Jay Smith, the primary reason for all the extra space 
fellon Milton Bradley. lts reasoning being that the 
projected price would dictate the need for a larger size, 
as if the consumer would not understand they were 
paving for higher technology. 


INSIDE THE 
tap E, 


CASE 

E Here's whais holding the Microvision together. lts worth 
noting that the bottom half of each front faceplate is typically 
different for each game. Connect 4, for example, has six 
control points while Block Buster only uses four. 


CONTRAST KNOB BATTERY 
STORAGE 

E The original Microvision 
needed 9 balteries. 


E 4 feature rarely seen 
on even later LCD-based 
handhelds, this enables the 


Mirovision mamer to adjust Changes during the 
production run low ered 
power requirements. The 
second slot became extra 
battery storage. 


the contras! of lhe display 
- important considering il's 
not backlit. 





ONE VISION: A MICROUISION RETROSPECTILVE 


he main unit itself houses the LCD, its 
special controller chip, the controls and 
the connection to the system bus that 
works similary to a cartridge slot. ht's 
used for nothing more than |/Ô and power (Tiger's 
H-fone handheld in the Nnebes is samilar in construct, 
but with an LCD contained on the removable portorn). 
The most interesting addition, though, which shows 
a lot of inseght into its replayability potential, 5 the 
control pad. Instead of a defined keypad with raised 
buttons (as shown in the concept drawings) it features 
a flattened pad, allowming it to be defined as needed 
by the faceplate. Combinad with the spinner control, 
It provides custom control options on a per-game 
basis. À feature not matched until touch-based games 
probferated on smartphones and tablet devices. 
The microcontroder initialy chosen by Jay and 
company was the Intel 8021, an E-bit microcontrolier 





in the same family as the 8048 processor used in 
Magnavox's Odyssey? console (Philips Videopac 
series) and introduced in 1976. With 64 bytes of 

RAM and able to address a game up to 1K in size ithe 
typical game sge up to that point had been about half 
that), it held enough resources to get the job done. 
Interestinaly though, the 8021 has a higher power 
requirement than the typical microcontroller used in 
these devices and, combined with the requirements 
of the LCD, tt made the IMicroviston require two 9V 
batteries (which added to the sge of the unit as well), 
The 80721 was replaced with the Texas Instruments 
TMS1100 not long into the system's lfetime, however, 
thanks to some ordering issues for the Intel chip. 

A 4-bit microcontroller that's part of the TMS1000 
seres introduced in 1974, the 1100 has less RAM and 
processing power but can address up to 2K in ROM 
space. The other plus it brought was the lower posver 
requrement, aloming the Microvision to need onh 
one 94 battery now. Milton Bradley respondedto 





LCD CONTROLLER CARTRIDGE SLOT 


E The custom controller E Thes is where you can 
atlach new cartridges for 
your handheld. In total just 
12 diflerent games were 


created for the machine, 


chip for driving the then 
groundbreaking LCD 
display. Commonhy covered 
ww ilh a Wound copper- 
backed foi sticker to protect making it an interesting 
from static discharge. challenge for collectors. 


LCD 

E Custom léxiá LCD display designed by Jay Smith and 
his team. Untortunately, because of carty manufacturing 
lirmitatiáns, il's prone to breakdoum and a condition known 
as screen roi. 


TOUCHPAD (12 KEY) 
E 12-key iouchpad which has its 
areas defined by lhe faceplate. 
Technically similar tó number 
pads on console controllers like 
Intellivision and Colecovision, 





PADDLE 


E The Microvision's mounted spinner control. lts functions 
differ on a per-game basis and include everything from a 
traditional paddle control to adjusting range settings. 
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protectors; however, that's not its function. VWhde the 
problem of stato discharge on the exposed contacts 
was solved in videogame consoles, it was a majir 
issue for the Microvision. One wrong touch and 'poof' 
rt would go, miping out the game and microcontroler. 
The cover that flips off to expose the contact was 
meant tó protect it from this mishap. 




















= [bee] Thus TIS DO 
microcontraler in all is glory 


] he Microvision was released in 
November 1979 for around 540 along 
with another high-tech toy offering by 
Milton Bradley, the programmable Big 

Trak. lt came with the Breakout clone Block Buster 
along with three available launch tiles: Bowmiing, 
Connect Four (a version of Milton Bradiey's popular 
1974 board game) and Pinhal 
The Microvision was Of course not the only 
next-generation electronic game to hit the market im 
1975 wath an advanced display, as toy manufacturer 
MEGO [famous maker of superhero toy dolls and 
dolls based on movies like Planet of the Apes) came 
out with the Mini-vid seres of tabletop two-player 
games. Faatunng a 18x20 VFD display, it came in 
versions for four different games: Break Free, Dodge 
City Gunfight, Sea Battle, and Spacevear In fact, 1979 
tumed out to be the vear of the two-plaver handheld 
electronic game: Coleco had the 'Head to Head' seres 
of tabletop sports games, mile Pulsonec released Its 
classic two-playver Baseball game 
While the ability for two players (one on each 
end cf the unit) to play head to head was certainh 
an advantage, you still had to buy four separate 
units. Though Microvision was onhy one-plaver, the 


=» [Righi] Furandy enough, Block Ester is Milton 
Eradley's take on the arcade hr Breakout 


À the dropping of one battery by leaving in the extra 
battery port instead of redomng the system moulds, 
samphy umano dt. The old battery port was now 
redubbed as “extra battery storage”, They couldn't 
escape the need to recode the software for the 
games, however, for the more primitve TMSTIDO. 
The microcontroller, as mentioned, 15 housed in a 
ramovabla faceplate, Each faceplate is designed to 
give a custom expenence to the game, not uniike the 
elements of an arcade game. The game's name is 
provided in a unique and colourtul “marquee” and the 
screen bezel contains colourtul surounding graphics 
and sometimes overlad markings relevant to the 
gameplay. Finalhy there's the control area. Using 
a combination of moulded plastic. to expose' the 
relevant spots on the touch pad and coloured text 
or graphics that describe the button's function, the 
control customisation available for sach game was 
unparaleled. On the reverse side of the panel is what 
looks like a “dust protector similar to the Atan 2600 





= o" =” 
O ím = ===— 
Em RR « 
m nn" = | 
== | A | 1] . 















advantage of being able to play different games on the 
unit outweighed that fact for parents. Likewise, the 
appearance of the Microvision disproved the statement 
by Dick Dalesso, Parker Brothers” director of product 
planning, ho revealed in the December 1978 issue 

of Popular Science that: “The electronics are basicalhy 
the same as last vear, but the programming makes 
them entirely new Although that was certainly true 

in relation to the expected updates to already popular 
Football and Basketball games by Mattel and Coleco, 
and the onslaught of Simon competitors. 

The Microvsion was a big success that first year, 
and according to some reports eamed $8 milhon in 
revenue, Over the next two years the library expanded 
to include Minabuster, Baseball, Seal Duel Alen 
Haiders, Cosmic Hunters and the licensed &tar Trek 
Phaser Sinke. However, beyond that initial year the 
sales continued to steadily decline. Thanks to the 
runawaYy success of Atar's release of Space Invaders 
for its VCS console, the problem was that actual 
videogame consoles were fast becoming king again 
rn 1980. The entire handheld electronic game market 
started dropping drastically and was relegated to a 


(A compact 
hand holdable 
electrical toy 
game assembly JJ 


The Microvision 5 US patent description 


cheap portable gaming accessory for much of the 
1980s until Nintendo released the first actual handheld 
console in 1989, its monochrome LCD-driven Game 
Boy (olomwed shortly after by Atari Corps fulhcolour 
LCD Lynx handheld console). Milton Bradley stopped 
manufacturng the Microvision in the US in 1881 and 
dropped it m Europe in 1982 

Jay Smith had actually proposed two updates to 
the Microvision — one with a larger display and another 
with a colour LCD = but Miton Bradkzy declined, 
feeling the format had run its course. Not one to rest 
om his laureis, Jay Smith did move on to create an 
LCD game watch for manufacturer GCE and then the 
equally nnovative vector gaming console the Vectrex. 
Milton Bradley vound up picking up the latter for 
European distribution, and Smith even looked at doing 
a portable verson of the Vectrex in the late Eighties 
that never panned out. 

Microvisions are actually extremely coligctable items 
today, not as much for their uniqueness but for the 





2 À ven 01 the faceplates edge connecior, normalh 
covered by a retractable spring-loaded cover. 


One VISION 





A MICROLISION RETROSPECTILE 





rarty of working models, Because of the 'primitive' 
manufacturing methods behind the groundbreaking 
LCD display, they are highly susceptble to temperature 
changes. The chemicals in the display are also prone 
to leakage, a condition knguyn as “screen rot” that 
eventually destrovs the display. | 
Milton Bradley released a European version as wel FI , À 
fuvfuch carma with ts over vinyl sip-on cover), along ê | 4 
with European versions of the US games plus one 
exclusive: Super Biock Buster The IMicrovision might 
not have been the huge enduring success that Milton d=—: dados 
Bradley was hoping for, but it remains an important 1] electramie gue - 
footnote in gaming's rich history. * rm 
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Special Thanks to Scott Schreiber, Benj Edwards 
and Dan Boris 


INSIDE THE FACEPLATE/ 
CARTRIDGE 


Each faceplate actually houses the main electronics 
of the unit and plugs in like a cartridge 
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BATTERY SYSTEM BUS CONTRAST KNOB GAME CODE 





CON N ECTOR CONNECTOR E Being able to change the E The all-in-one 

EH These leaf terminais E The part of the faceplate brighiness of your screen microcontrolher thai 
connect to the baltery that plugs into the rain when there's no available includes the game ROM 
leaf terminais in lhe main unit, these edge conneciors backlight is ahways handy. code as well, Originally 
unit when the faceplate is provide the microcontrolher Needless to say youdoften  basedonthe Intel 802] 
plugged in. providing power with access to the controls be fiddling werith thes quite a and later replaced with the 
to the microconiroller, and display. lot while playing TIMES TOO 
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Hard Corps 


» PLATFORM: b » DEVELOPER: HODMAMI « RELEASED: | 


onami seemed unstoppable in the 16-bit days, 
churming out endlessly inventive games that bin 
sb push the host ph to its giga This 
thnlng battle from its 


pesar 
umself Ir 



























BIO 


Some comers of the internet 
whisper that Konami's one and 
only Mega Drive Contra game 
is actualhy better than Contra lil. 
It's a fair conclusion to come to, o ET 
thanks to Hard Corps's insane, | RR “You shall not pass!” R 5 + morphing incl 
breakneck pace, inventive and a —R "E ps One of the freabiest | S You're n Ve ali throug! At the start O three vou firá After catc | 
eclectic bosses and the same “Da the 
sort of breathtaking aesthetics 
that would appear in future 
Treasure games. While the 
control system is arguably 
weaker than the one found in 
| Contra lil the branching levels 
and flowing narration make 
for one of the best games in 
the series. 
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Mad Planets should really 
be up there with Defender, 
Asteroids and Tempest on a 





list of classic arcade shooters, 
but sadly it never got the 


recognition it deserved. Mike 
Bevan speaks to Jeff Lee and 
Kan Yabumoto about Gottlieb's 
cult interstellar blaster 
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» RELEASED: 983 
= PLATFORM: ARCADE 
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» PUBLISHER: GOTTLIER 
» DEVELOPER: IN-HOUISE 


» GENRE: SHOUT- EM-UP 


any people will 
never have actually 
played Mad Planets, 
at least not in its 
original arcade 
format. But readers 
of a certain age may well find the 
screenshots on these pages familiar. 
The game was released by American 
coin-op maker Gottlieb in 1983, just 
months after its much more famous 
arcade title O*bert. Artist Jeff Lee, 
creator of the Q*bert character, was 
also behind the graphics for Mad 
Planets. And although not nearhy 
as well distributed throughout the 
arcade world, it was encountered 
by a Brighton-based programmer, 
Simon Nicol, who used the game 
as the basis for a much-loved C64 
shoot-'em-up, Crazy Comets. 

In Mad Planets the whole universe 
is out to kill you. It's a curious and 
finely tuned hybrid — part Defender, 


part Asteroids — and, like the latter, 
it's an acute exercise in controlling 
chaos. Against an imposing 
animated starfield, planets appear 

in the distance, and rush into view. 
They're harmless at first so it's best 
to dispatch them before they grow in 
size and start chasing you around the 
screen, moving in increasingly rapid 
elliptical patterns that make them 
progressively harder to hit. For some 
reason, these planets are pretty mad 
at you. Not only that, they carry little 
orbiting moons that occasionally 
split off and start attacking your ship. 
You need to shoot all the moons 
before you can start dispatching the 
planets themselves, and there can be 


CREDITS 


[Arcade] À large sie-mooned planet and a smalhar one 
sending its satelite to attack the ship. 






up to five planets on screen, which 
in tum can have up to six satellites 
in orbit around them. Coupled with 
the occasional errant comet and 
the little astronauts floating about 
in need of rescue, it adds up to 
quite a challenge as you try to make 
it through the game's 32 rounds 
without being mashed between 
rampaging astronomical bodies. 
The orbiting moons, which rotate 
around the larger planets and cast 
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a [Arcade] The “enemy planeis graded in 
order of se end angriness... 











tiny shadows on their surface, are a 
distinctive feature of Mad Planets and 
predate the idea for the actual game. 
Gottlieb programmer Kan Yabumoto 
had been working on a project that 
displayed a series of vertical 3D 
cubes on the firm's arcade hardware. 
Inspired by a graphics demo that Jeff 
had produced on an Apple computer, 
this idea would later resurface in 
O*bert. After working on the cube 
display for a few weeks, Gottligb's 
vice-president of engineering, Ron js a E 
Waxman shifted him to another Mo RE (iai ad E Á ” 


1 ar, ! 1 “ae T 
project, assisting arcade hardware A ot 
| = á a 
of his hardware,” Kan recalls, “where | [E 


(61 remember 
making a model 
and taking 
Polaroid photos 


[] 


the ship for the 
spinning effect 27 


Jeff Lee on animating the main sprite 


T 


After the O*bert project was given 
to Warren Davis to complete, Kan 
was asked if he might be able to 
produce à game based on the “planet 
thing". “We did not have a game, 
only some preliminary rotating 
satellites,” admits Kan. “| knew the 
cube thing had more potential. From 
a programmer's point of view, a 

O*bert-like game was much 

easier to write. The idea was 

everything. Mad Planets did 

not have a 'game idea" until 

the very end.” Jeff Lee was 
brought on board to help 

Han out with the graphics 

while also designing O*berês 

colourtul characters. “| was 
probably working on both 
simultaneously because | was 
producing graphics for all of 
the videogames in the pipeline 
except Tim Skelly's games and 
licensed products,” he tells us. 
For Kan and Jeff, turning - 


| e Jam 
PD o é 
designer Jun Yum. “Jun insisted on ANEI 
little satellites came in front of and J 


something which showed the power 
disappeared to the back of a planet” MEET THE CHALLENGE OF THEIR FURY 
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e jArcade) À Mad Erypiopharn plasmas 
becomes very enraged ndoed. 





e Datail cf tha eye-catching arcada cabinet 
(Photo Bi Johnston) 


> the “satellite demo” into a full 
game required a little inspiration - 
and not just from other coin-ops. “I 
remember playing Asteroids before 
| ever started working at Gotilieb,” 
says Jeff. "ltwas my first favourite 
videogame”. But | think Kan has said 
that the impetus behind Mad Planets 
was the laws of physics — gravity, 
acceleration, action and reaction.” 


eff is rather humble when we 

point out what a good job 

he did depicting the various 

planets and their rotating 
moons. “lt was just basic animation 
principles and modelling skills... an 
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interesting challenge with 
only 16 colours,” he says. “| 
had previously done cel animation 
and one job was of a spinning Earth. 
| got a globe and sketched out a 
pencil test, figuring out how many 
frames | needed for the allotted 
time... s0 this was a familiar type 

of assignment, except we didn't 
have frame rates, only constraints of 
memory and how many foreground 
sprites were available.” Mad Planets 
used a fairly unique control system 
comprised of a spinner coupled 
with a joystick. The spinner allowed 
players to independenthy rotate the 
direction their ship was pointing, 
Asteroids-style, while controlling 

its lateral and vertical movement 
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e [Arcade] Stage 32 really puslues lhe 
arcade hardware to dis limits, worth 
lashal conStquanDes,., 














“The whole game was written 
in the B0B6 assembler in 24KB,º 
says Kan. “The background star 
animation was table-driven. The 
table was pre-computed on my 
home computer in BASIC. The 
twinkling effect was achieved 
by occasionally substituting the 
coloured pixels with a blank 
character during the game cycle.” 
Kan's program pushed the arcade 
hardware to its limits, particularhy as 
the game progressed 
and threw increasingly 
complex attack waves 
at the player. “The CPU 
for Mad Planets was 
a lot busier under the 
hood than O“*berf's, 


DEVELUPER he reveals. “Every drop 
HIGHLIGHTS 


of machine cycle was 
treated as a precious 


with the joystick. This REACTOR resource. The motions 
meant creating a series SYSTEM: ARCADE of planets, moons and 
of sprite animations TEAR: 1782 comets were not linear, 
for the rotating ship as Q"BERT ipicrureo) and the program had to 
t moved through 350 SYSTEM: ARCADE compute the positions 
degrees, something Jeff YEAR: 1982 of all moving objects 


solved in a very practical EXTERMINATOR 
SYSTEM: ARCADE 


way. “| remember 


making a model and YEAR: 198? 


on the screen in the 
busiest round (Round 32 
with five planets with 





taking Polaroid photos to 
'rotoscope' the ship's positions onto 
graph paper and then into pixels 

tor the spinning effect,” he says. “| 
had to photograph the model at the 
desired stages and at proper scale, 
then trace with paper and pencil 
over the photos. | then transferred 
the shapes into a graphic utility for 
designing the sprites.” 


25 moons, ten bullets, 

200 stars, a comet and an erratic 
astronaut plus the ship). 

às Kan mentions, the movement 
of the attacking planets was 
not random, but governed by a 
complicated mathematical formula 
based on the real-life laws of 







physics. “There wdgê a rubber-band” 
effect between tha planets and the 
starship, relative tb the distance 
between them, a/concept known 
as Hooke's Law, he explains, “The 
further from the ship, the stronger 
the attraction is. Therefore, when 
you finish the very last moon that 
belongs to a planet that happens 

to be at the farthest corner of the 
screen, the planet comes straight 
at you at a surprising speed. | also 
wanted to make sure the game 
played fairly. For example, when 
the starship was on the right-hand 
side of the screen, a comet would 
always appear from the left-hand 
(opposite) side, The only thing | 
hated was the fact the Mad Planets 
“universe” had 'edges' that bounced 
the planets even when it was red hot 
mad and fast." 

“After we had the basic 
game, we spent 
weeks and months 
tweaking the 
parameters,” Kan 
continues. “Mad Planets 
was written in such à way 
that plugging a few numbers 
into a master game control table 
changed the whole game dynamics. 
Until | played the game a lot, | did 
not know that you could “swing” 

a planet by wiggling the ship and 
letting the planet orbit around you 
without hitting you. The comet was 
invented to kill a play trick like that. 
A lot of things in the game were 
not by design but a consequence 


of formulas we chose. But the 
parameters we later plugged in 
were very carefully tweaked with 
hundreds of hours of playing. 

We kept saving it was fun but 
something was missing... Then, in 
the last month, the astronauts were 
added. Without them, there was no 
Mad Planets.” 


he astronauts floating 

around the screen are 

a good source of bonus 

points and potential extra 
lives, and form the basis of a special 
“astronaut rescue' stage that occurs 
every few rounds. “In retrospect, the 
grouping of three or four rounds as 
a wave and the bonus period at the 
end of the group made 
a nice rhythm to the 
play. | think the helpless 
astronauts floating 
away from vou at the 
perfect relative speed 
had a healthy dose 
of frustration. Some 
of those are pure 
accident. Someone 
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remarked that Mad Planets had so 
much randomness in it. And, no two 
games were quite the same...” 

“One thing that people should give 
credit is the sound effects,” adds 
Kan. "Dave Thiel was responsible 
for the great sounds in Mad Planets. 
Listen to the comet sound, the 
harmonious Perfect Round fanfare, 
and the sound of your starship 
disintegrating, which is probably one 
of the best crushing sounds. These 
sounds were not recorded from real 
life; they were all synthesized from 
seratch.” The final notable aspect of 
Mad Planets is the distinctive cabinet 
artwork, with its striking orange logo 
emblazoned across and below the 


££ In the last month, the 
astronauts were added. Without 
them, there was no Mad Planets 77 


Kan Yabumoto recalls the final piece of the Jigsaw 
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control panel, “The cabinet art was 

produced by Terry Doerzaph, with a E 
lot of direction from Richard Tracy, 
our boss," says Jeff. “did produce 
a prototype control panel which was 
screened onto Mylar, and elements 
were incorporated into the manual 
cover art. 

Despite being such a striking and 
finely tuned game, Mad Planets was 
never going to eclipse its stablemate 
in the arcades. “O“Bert was probably 
the only game from the Gottlieb/ 
Mylstar company that had received 
a fair recognition in the market,” 
says Kan regretfully. "Unfortunately, 
Gottlieb had extremely weak sales 
and marketing resources and our 
deserving products went nowhere.” 
Although Kan harbours a sense of 
disappointment about the coin-op's 
limited distribution, Jeff still displays 
a degree of satisfaction about the 
game. “WVell... along with O“*Bert, 
Mad Planets is included in 1007 
Video Games To Play Before Fou 
Die,” he points out “They are the 
only two Gottlieb games that make 
that list. Mad Planets lacked a 'cute“ 
hook, but it's a raucous shoot“em- 
up, a totally different animal with 
some slightly bizarre touches, and 
a tough game, too. The game got 
positive reviews back in the day, 
but there were plenty of alien 
and space shooting games as 
competition. | am gratifiad if there 
is a “cult fan base.” dº 
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Thanks to Kan Yabumoto, Jeff Lee, 
Simon Nicol and Bill Johnston at 
www .chompingquarters.com 
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New games that wish they were old 
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VOLGARR 
THE VIKING 









Built upon the ideals of the classic side-scrolling 
beat-'em-ups of the 8- and 16-bit eras, Volgarr The Viking 
brings a very retro feel to a modern audience 


=» DEVELOPER: CRAZY VIKING STUDIOS = SYSTEM: PL - GENRE: ACTION 


olgarr The Viking is tough. Really 

tough. Though its core mechanics 

don't take much to learn — really 

all you'll be pressing is Z and/or 

4 — it's designed in such a way that 
you'| need repeated attempts before you properly 
understand how to overcome a situation. “The 
whole project started with this question,” poses 
one of Volgarr's two developers Taron Millet: “Why 
is Super Ghouls Nº Ghosts the only game we have 
ever seen that uses its unique jumping mechanic, 
where you have fixed jump ares but à momentum- 
cancelling second jump? There was just so much 
cool stuff that could be done with that!” 

The crux of Volgarr revolves around this 
particular mechanic, but takes much more of its 
inspiration's flavour, tão. The clever undressing 
system — whereby the more damage vou take, 
the more naked your hero becomes - is also 
implemented into Volgarr. As you explore you 
find chests, and within those you'll find staged 
upgrades; survive without taking a hit for longer 
and you'll eam a sturdier shield, greater armour 
or even a flaming sword. Combine this with a 
variety of enemies with simple attack patterns in 
increasingly challenging situations and you're left 
with a game designed to get you coming back to 
perfect your playthrough in spite of the challenge it 
sets. Despite that, it was never the plan = simply a 
happy accident, of sorts. “vVe didn't start out with 
difficulty as necessarily being the primary goal," 


says Taron, “but our inspirations were known as 
difficult games, so it seemed natural. Beyond that, 
we just find it frustrating how many games are 
designed more like movies than games - intending 
for everyone to get through it eventually, and 
trying to minimise replavying a section because that 
messes with the narrative.” 

Finding that perfect balance was the hardest part 
of the game's development. “There's not too much 
about it that's really technical,” claims Kristofor 
Durrschmidt. “There's no special techniques 
that were used or anything.” The reason Volgarr 
manages to recall its retro roots, says Kris, |s due 
to the “countless hours researching, testing, and 
tweaking”. According to Kris, his co-developer 
Taron “must have adjusted Volgarr's gravity and 
initial jump velocítias à hundred times before we 
even built amy real levels. Taron spent a whole 
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DARRAN JONES sa NICK THORPE 


Votgarr is à brutally tough game. 's 
certainly challenging but never untair, 
the same mistake as me and download  allowing you to really appreciale the 
clever stage design. 





E Dont be fosled by the 
« cute sprite design, as 


Rr ilve only just recenily 
alo experienced Folgarr due to 
itarriving on Xbox Ones Gold Service. 
It's a litile too difficult for me, but 
there's no denvying that dl'5 a very slick- 
looking game. 





JONATHAN WELLS 


INFLUENTES 


SUPER GHOULS N' GHOSTS 
ZELDA |k THE ADVENTURE OF LINK 
MAGIC SVVORD 
ALTERED BEAST 
CASTLEVANIA 
STAR FUX 64 





day just watching the ghosts in the second level 
of Super Ghouls Nº Ghosts, trying to figure out 
exactly how their movement pattern worked. He 
Even reprogrammed how characters stand on the 
edge of ledges multiple times.” 

Retro side-scrolling beat-em-ups have had 
something of a resurgence thanks to PC digital 
distribution, but it's this kind of dedication that 
makes Volgarr The Viking truly stand out from its 
peers. The perfection of the mechanics means that 
even when everything is being thrown your way, 
it never quite feels like you're being overwhelmed 
untainy. Much like the side-scrolling beat“em-ups 
that inspired so many of Volgarr's mechanics, the 
reliance on player skill is always at the forefront — a 
factor that has led to many gamers aiming for that 
perfect 1€CC run. x 






DAVID CROOKES 
E ve not actually had 

p.l achance to experience 
Votgarr The Viking yei, but its meat 
sprite design and clever clothing 
system has certainky caught my eye. 
Heres hoping it hits PS Vita. 
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The people that 
made Volgarr 
The Viking 
happen 


KRISTOFOR 


DURASCHMIDT 
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EVERYTHING 


TARON MILLET 
4 EVERYTHING 





“ £We spent a whole day just watching the 

per Ghouls Nº 

Ghosts trying to figure out exactly how their 
movement pattern worked | : 


Co-developer Kristofer Durrschmidt reveals the tears attention to detail 
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NUTTING INDUSTRIES 
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TRIÊS 


When you think of the pioneers of the modern coin-op industry or the game 
console business, names like Bushnell and Baer come to mind along with 
companies like Atari or Magnavox. As Marty Goldberg shows, the last name 








Nutting deserves a similar level of reverence 


hile most talk of the eary 
video arcade industry usualhy 
centres around Nolan 
Bushneil and Atan, there's 
another individual whose 
firms and their contributions 
to both video arcade games and the con-operated 
amusements industry overall are arguably equalhy as 
important. Nutting Industries (NIj, Mihyvaukee Coin 
Industries (MC]) and Dave Nuting Associates (DNA) 
Were à SUCCESSION Of companies spanning a 17-year 
period of innovation, resulting im products that either 
redefined the way things were or led the way in 
showing how things were moving tô become. All three 
were also created by the venerable David Nutting. 

The story begins in 1966 when David was working 
at Brooks Stevens Design Associates, à product design 
firm with experience in every industry. Serioushy 
every industry. By this time Brooks Stevens had 
designed everytheng from the original Úscar Meyer 


Wienermobie to logos and packaging for Miller 


Brewing to the very first SUV, the Jeep Wagoneer, 
which David had assisted on as wvell. It was around thus 
time in 1966 that David got a call from his brother, Bill 
Nutting. “Bill gave me a call and told me about he idea 
and asked me if |would be interested in repackaging 


his teaching machine into a con-operated game,” says 
David. That idea was a plan to get both brothers into 
the com-op industry an industry they knew nothing 
about, with a new “game” based on a product Bill 

had been an investor in. That product, a teaching 
machine for the US Navy, was designed to test 
students by using a filmstrip projected onto a screen 

to ask multple-choice questions. Students would then 
answer by pushing À, B, €, Dor E buttons. During 
one of their meetings. one of the other investors 
jokingly suggested, “Why not put a com slot on the 
quiz machine and make it an entertainment device? * 
50 now here was Bill askmg if he could leverage 
David's design and engneernng background to do that 
very thing. “| want you to help repackage my group's 
multiple-choice teaching machine into a coin-operated 
quiz game,” came the cal to his brother David in 
Mihyaukee, Wisconsin, setting up the same successful 
stari-up formula mirmored later by Bushnell/Dabney and 
Jobs/Vvcentak,; the visionary and the doer. 

As David recals, “Bill was leaming that coin- 
operated equipment was sold through distributors 
located m the major cities. Bill few out to Mihyaukes 
where we spent several days putting together a plan. 
At tha same time, Bill visited distributors in Chicago, 
Detroit and New York, leaming more about the 
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n [Fig 1) Mihuay's Gurnfigiari 1975). Tha firsa videogame vnith 
a microprocessor, thanks to Dave Nutimg Associates. 
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FROM THE ARCHIVES: NUTTING INDUSTRIES 








business. ly expertise was design and engineering 
and Bil's was in marketing. 50 our verbal arrangement 
at that time was that | would design and engineer the 
final product and Bill would be the marketing and sales 
| had a quod friend who was an electronic engineer 
with Cutler Hammer. Harold [Montgomery] designed 
ali the circuitry and | designed the cabinetry and 
electromechanical devices like the projector” 

The arrangement worked fine as the prototype was 
developed and tested successfully: that is until another 
relationship — one that usualhy takes a toll in amy start- 
up = took precedence. Bil's wife Claire decided she 
din t hke the arrangement and played the divorce cara, 
threatening to become another noteh im a staggenng 
statistic. Silicon Valley has the highest divorce rate in 
California, and Calfomia itself is 20% above the rest 
of the nation. Bill didn't want to become part of the 
statistic, so he called David and said he was going 
to manufacture the game in California and that David 
should shut down his operation. The news wasn t 
what David wanted to hear, but it «vas also obvious 
to David that the current working relationship he had 
with his brother mas t going to work. He had already 
sunk way t00 much money nto the operation to stop. 
So the brothers went their ovvn ways and started 
their own companies to market the same game. Bill 
under MNutting Associates, mould be marketng it as 
Computer Quiz and Dave, under Nutting Industries, 
would be marketing (t as (O Computer. Setting up 
a manufacturing location at 3404 MN Holton St in 
Milwaukee and hiring Eugene Vagner for marketng, 
David's game became an instant success las did 
brother Bil's), though for a reason neither of them 
inrtialhy Enevy about. 


» [Fig 9] A pago rom Baly's om project loghook shovrmg some of the projects being pursued im 1978. A far portion veera by Dave Nutting Associates [istad as DNA) 


“ [Fig 3) Diavid Mutiinag eorkinag at te 
dravang board im 1972 atiMC] FIG 


a [Fig. 2! The original headquarters for all three 
companies at SAM M Holton Street in Mikmaukees, 19] as 
appeared mn 1972 when fivas Encam as MÁCI, 


he Us con-operated industry was mn the 
midist of a long battle agamst the stigma of 
gambing and organised crime; something 
twould not shed until the 19705 when 
videogames took over the industry. New York State 
even had a ban on pinball games that lasted for over 30 
years, treating them no difterentiy than slot machines 
or other gambling devices. By the late 19605, the 
industry had organized under the Music Operators of 
Amença (MOA). The MOAs existence ovves itself 
to the age-old batile against the US mus industry 
that Steve Jobs more recently fought im the format 
of digital nghts management [DRM and “renting' 
of digital music. That being the musik industry has 
consistenthy tried to squeeze every nickel and dime 
out of people's enjoyment of music that they could, 
The MOA was started m 1948 by a group of influential 
jubebox ckstrbutors and operators to fight against the 
repeal of the jukebox royalty exemption. | eventualhy 
grew to bacome a powerful organisation representing 
the entire spectrum of con-operated devices, including 
electromechanical, pinball, pool tables, jukeboxes and 
vending machines. 

At the time of the release of Computer Que and 
IO Computer, the MOA had been working hard to 
fight the typecasting of coin-operated machines, 
specifically pinball — a stigma that had severehy 
limited the number of locations operators could place 
machines, For instance in Los Angeles, Califormia, 
about six hours south of where Bill was living, pinball 
machines were banned until the mid 19705. The 
Nutting brothers' games proved to be the nght tool at 
the night time as operators used the machines to veork 
their way into neve locations. Both games could go 











| 


everywhere because of their perceived edutainment 
value. Operators would get into a location with the 
game, establish a relationship and then showdy bring in 
pinbals, pool tables and vending. In a lesson learned 
by both Nuttngs and later leveraged by Nolan Bushnell 


with his creabon of the fake competitor Kee Games, 
the fact that there were two manufacturers of "Quiz 
games also awoke the marketplace and opened up 
more operators and locations. In the amusement 
industry at that time, a great manufacturnag run for a 
machane like a pinball was somewhere argund TODO to 
1,500. Computer Quiz had a run of 4,200 units and 1O 
Computer had a nun of 3,600. 

Over the next several years, David and Nuting 
Industries continued on the edutanment arcade game 
path using the same filmstrip technology, starting worth 
a two-plaver version of 10 Computer caled Dual O 
Computer and then various que replacement packs 
as well as another version of the unit, called Golf. 
David also looked to diversity by hooking up wath 
a manufacturer and disinbutor mn London, England, 
creating a subsidiary to market non-coin-operated 
versions to educational institutions as IModec Inc, and 
by expanding into food service vending machines 
via some patents that Harold's father owned, lt was 
the game offerings that needed to grow, however, 





and in 1969 they introduced The Puzzler designed 

by that same London firm. Ward Marty Johnson 
would replace Eugene as marketing head by the end 
of 1969, just as they were working on their most 
ambitous project. Initialy titled 'Leisure Time Coin 
Game, by the time of its unveding in October 1970 ft 
was renamed Sensorama The first arcade game to 
feature a professional sports be-in, t was designed for 


placement at bowling alleys and featured 13 audiovisual 


bowling lessons gen by pro bomvler Dick Ritger. 

By 1970, though, it vas clear that these educational 
arcade games were running their course, and with 
electromechanical (EM) arcade games already beng 
domnated by the likes of Baly. Midway, Chicago 
Com, Williams and Sega, a new format was needed, 
Brother Bill Nuttng and his Nuttmg Associates got 
their new format in the form of video-display-drven 
arcade games when Nolan Bushnell had called up Bil's 
sales manager David Halstin out of the blue. David 
was certainhy open to the same synergy between 
new technology and games happening, and went so 
tar as to place ads in local newspapers looking for 
people to submit ideas. However, overall he wanted to 
expand the projecton technology into fully projected 
games based tar away from the realm of quizzes 
Looking to create a unique first-person experience with 
Wi! arplane dogfights, m 1970 he began work on 
what would be the last game released under Nuting 
Industries, Red Baron. Using a pre-rendered animated 


= [Fig. 5] The manual for Muttimg 
Industres AO Commputos 
Togethar enth its tanm Computer 
Dur by Nutting Associates, À 
opened up locations formerhy 
closed to arcade games thanks 
do fer sesecdy reputafios cuer 
the precadimg decades 


“Iwanted to be the industry 
leader and develop the 
first microprocessor pinball” 


DAVID NUTTING ON OBTAININOG INTELS FIRST MICROPROCESSOR DEVELOPMENT SYSTEM 


VVHERE ARE 
THEY NOW? 


David Nutting 

Retred and Inang m Áreona, in 1784 David 
had meved to Colorado to study quantum 
physics. He's now the author of two books, 
the 2005 released Language of Mature - 
Quantum War Revealed and the Z017 
Secrets to a Creative Mind! Become the 
Master of Your Mind 


Jamie Fenton 

Jamie now Ives in Sunnyvale, Califomia, 
Spending the last 30 years working for a 
long bre of game. gr aphie and soliware 
company start-ups, she currently works for 
ámazons Lab 126 on the multimedia and 
performance teams fór the Amazon Kindle 
and Rindle Fire tablets. 


Alan McNeil 

Alter creating the follow-up to Berzerk, 
called Frenzyfor Stern Electronics, Alan 
also went onto do Hinter Games and 

Sub Battle for Epyx, but has chisfly spent 
the last 30 years as a sofiware developer 
wing apps across a plethora of platforms 


as aconsultant. 





- FIG.6 


film that functioned by jumping to different animations, 
much in the same way LaserDisc games like Dragon's 
Lair would some 12 years later, the player was given 
the sense of flying a WVWVI biplane into aerial combat. 


It was accompanied by recordings of actual machine- 
gun fire and plane engines along with haptic feedback aê. 
in the form of the controls vbratng every time the 


plane's gun was fired. Untortunately, Nutting Industries 


ran into bad financial problems afterwards, forcing 
David shut it down and start over... 


a [Fig. BJ A special com David Nuting had 
manted to gine out at the Music Dperators 
oi Amenca [RD shi in TOGE = ho 


ltwas mn the exact same location, and with some main coin-op show in America 
of the same people, but on paper Milwaukee Com 
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» (Fig. 81 David Nutting's brother Bill with 
his most famous product, Computer Space. FIG 9 





a [Fig. 9) Jamie Fenton's video coin-op development station 
around the time ol her games GORF and Aotbby into 





Industrias (MU) was a brand new company. MI 
was carrving on where NI had left off and producing 
film-driven warthemed arcade games like Blue Max, 
Desert Fox, U-Boat and Flying Ace. However, it was 
the direction that David and the MU board wanted to 
take in 1972 that really set MCI apart from other coin- 
op companies. Fems at the time sold to distnbutors 
and what are called operators, the people who actually 
run the machine on location. At the time, most 
locations were usually arcades, bars and bowiing aleys. 
Con-op companies might put their own machines out 
at these locations for testing during developrment, but 
thay never actually owned the locatons, 

One of MCI's customers gave it the idea to change 
all that, During the 1960s, Jules IMilman and his 
company American Amusements Inc had sought to 
Wipe out the negative image of arcades by designing 
a new breed that were to be placed at the then new 
concept of mega shopping centres in the Chicago 
area, more commonhy knomyn as shopping mails. 
Called Carousel Time, these familby-friendhy locations 
with carpetng and a ban on smoking and eating on 
the premises were far different than their segdy penny 
arcade counterparts. The success of Carousel Time 
led the MC] board to decide it should look into running 
its owyn mall-based locations featuring MCI games. 
Based on the successful Hed Baron game (which had 
spawned the recent Super Red Baron tollv-up by 
CI), the first Red Baron Amusement Center debutad 
in the Mihyaukea area Mavtair mall in 1972. Within the 
vear they had grow to about seven locations in the 
Mitiwest. Nolan Bushnell also tried to duplicate the 
idea in 18/73 with Atan's ovm mal-based arcades in the 
San Francisco Bay Area, such as at Bay Fair Mail, but it 
never quite caught on (at least not until he combined it 
with pizza to create Chuck E Cheese). However, future 








David Nuttng pariner Balky did manage to succeed 
with its ovem in 1974... by purchasing âmerican 
Amusements and rebranding it as the (more recently) 
wel-known Áladdin's Castle 


th the success of the locations and 
the EM arcade game market starting 
to shrink dunng 1974, the MCI board 
wanted to concentrate its resources 
on the Red Baron locations. David, meanmmyhile, wanted 
to investigate the new form of electronics called 
microprocessors. The gateway nto thus futunsto word 
arrived via an Intel rep who had stopped by MCI to 
extol the vinues of the firms soon-to-be-relgased 
4040 4-bit microprocessor. He took new hire Jeft 
Fredenksen, who had experience programming a 
Burroughs mainframe computer, dovyn to an Intel 
seminar in Chicago. “| wanted to be the Industry 
leader and develop the first microprocessor pinball, 
| convinced them to sell us one of the first 
microprocessor development systems,” says David. 
Developed under à consulting contract wvith 
Bally, the pinball project also led to the creation 
of the final Nutting company in this article, Dave 
Nutting Associates. David formed DNA, a game 
engineenng firm, as a parinership between him and 
Jeff Fredenksen mn the early summer of 1974, On 
20 August, Bally in tum sent them two Flcker pinbal 
machines (a game vet to be released) to retrofit 
nto solid-state microprocessor-based prototypes as 
proofs-of-concept. Completed by September, the neve 
system was demoed to Baly management at the end 
of the month and over the next several years became 
the blueprnt for the burgeoning microprocessor-based 
pinball industry, whose machines were distinguished 
by their glowing LED score displays. 


Wizard Of Wor 1981 







It was right around this time that the duo pursued 
ther greatest accomplshment, however. The Intel 


8080 had been released that past April, and according 


to David, “As soon as we were able to acquire 

the 8080 processor we developed our videogame 
hardware based on a mass RAM system. For every 
pixel on the screen we had a dot in memory, giving 
us full control of the entire screen.” What David is 


describing és the frame-buffer-based process now used 


by every videogame con-op and console Encayn to 


man: bitmapped graphics. Already in use in high-end 


graphics research computers at the time, David and 


Jeff were the first to see its potential in videogames. 
Video arcade games and home consoles in that penod 


were manualy generating hardiwvare-based sprites 


(called “stamps” in coin-op industry speak), even once 
microprocessor-based games became more common. 
50 the process they introduced was truly far ahead of 
its time, encugh so they knew they'd need to look for 


some programmers to hire for futura projects. 

Jeff had been attending Uvv-Mihvaukee at the 
time he joined MC] and studying under Richard 
Northouse, a professor in the School of Engineering 
and Computing. Approached for some students 
skiled in programming, Richard contracted out two: 
Tom MecHugh and Jamie Fenton. Recalls Jane, "| 
entered the game busmness a litite reluctantly. AR 
the tales about Balhy being part of the Iafia etc. 
Since | was in Mihyaukee, | did not know about the 
Chicago scene. For a few meeks we worked for 
Richard and were later hired on directly to DNA. vhy 
first assignment was Miro Pmn'. Mirco was a pinball 
company that Jeff and David pursued a relatonship 


with independenthy of Balhy. It was like the Balh Fireball 


but had more going on. Alter that | got to work on 
a blackjack game on the videogame hardware and 
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that really impressed David. | remember the place 
Inhere DNA was located] vividly. It was a commercial 
space shared with the Red Baron arcade game chain, 
and there were a lot of games to play with. Tou just 
wandered around with an extension cond.” 

According tó Dava, the first game they started 
tor Bally subsidiary Midway on their new hardware 
was a baseball game (eventualy released as fomado 
Baseball, but it vvould be Tom MecHugh's project 
that would hit the market first for Bally in November 
1975: Gun Fight, Midway's licensed version of 
Taito's Wiastem Gun. In a process similar to hat 
they had done for the Flicker pinball machine, the 
game was gutted and retrofitted with the biimapped 
macroprocessor-based system they had designed. 
With Gun Fight, the video coin-op industry had just 
met its future, And as Dave further notes, it wasn't 
the only industry to be affected. "Our system used 
a frame bufer of RAM that vvould write to the CRT. 
RAM in 1975/76 was in short supply. In order to get 
a good price on RAM, Midway had to commit over 
three million dollars on their first relgase. This order 
consumed over half of all RAM in production in the 
word at that time, causing great shortages to other 
industries.” Also according to David, Taito tumed 
argund and copied their BOBO-based hardware for its 
game Space Invaders, 

From there, the now classic Sea Wo [by Tom) and 
the racing 280-2zzap (by Jamie) games folbaved, along 
with the previously mentioned Tomado Basebal. The 
string of hits led Bally to buy out DINA cutright, and the 
group moved down to Chicago to essentialy become 
Balhy/Micdway's research and design wing in the same 
way that Cyan was for Atan. It wras followed later in the 
vear by the start of the design of Balls simultangous 
entry in to the new home computer and programmabla 





“This order consumed over half of 
all RAM in production in the world 


at that time” 


FIGO  M DAVIDNUTTING REVEALS HOW GUN FIGHT 5 PRODUCTION CAUSED 4 GLOBAL RAM SHORTAGE 





console markets: The Bay Home Library Computer. 
Created as a ful-colour bitmapped personal computer 
and gaming console (the first bitmapped frame- 
buftered console, in fact) that could also be leveraged 
Im new coin-Op designs, it saw a mai-order-onhy 


"a year alter even DNA 


Action 


in 1981, David Nutting and Bgd Ogdon created 
aspin-off from DNA called Acton Graphucs 
to develop games for the Bally wdeogame 


ONA silo had originalky been programming JE 


for the system when iLwas directhy urider 


Bally. Many of these qames were direct 


different titles, such as Muncher (Pac-Man, 
incredible Wizard( Wizard Of Wor), and Space 
e Zap). Action Graphics also 
al garmes like Sotar Conqueror As 
the third-party demand for other consoles 


| 
ke the 2600, 5200) and Colecovision startêd - 


- to explode in 1782 and 1983, ActiormGraphics 


started domg contract work crealipa games 


for mary of these thard-párty companies, or in 
some cases porting games they had done on 

E] “e =, d ç 
another platform. In an example of the latter, 


they did Activision ports of Beamridertor the 


mn Shui doam, 
though by thai time (e ring th collapse 


of the US console industry) il was doing 


* mostly computer games. A Ed 





Gun Fight 1975 

Relpased by Bally subsadiary Midnay 
Mig itwas orgralhy tiled Hesterm 
Cum and released by Taito in Japan 
DNA tumed it into a microprocessor 
controlled arcade videogame, 
introduong software coding to the: 
industry. According to David Nutiing 
its release caused a RAM shortage 
in ciher industries, It's also the first 
game to feature brirmap graphics, a 
concept onhky previoushy available ir 
high-end graphics research systems 


at universities and corporations 


Sea Wolf 1976 


Featuring a life-size periscope, it's 


essentially a videogame versión df 


| Michvay's earlier electrormechanical 


games Sea Ravder and Ses Devil lts 


| advanced sound effects and first- 
| person environment proved a big hit 
“inthe mid-1970s and it remaired one 


of the most popular games of the 


period until Mivay released Taito's 
Space Invaders in 1978 That same 
| year, the seguel Sea Wo was also 


| released, allowing two-player achon 


with side-by-side periscopes. 


| Boot Hill 1977 


The 1977 follow-up to Gur Fight 

Boat Hillwas programmed by Alan 
MelNeil fio later did the arcade 
classic Berzerk for Stern. Using dual 
prysticks to control the positions of the 


| COM boy and his gun, à also festures à 


colourtul mestern backdrop that the 
garme is projected onto via a reflective 


| Glass technique common nm games 
| of the period. Besides expanded 


gameplay. à also added a death 


| song and bunial cf the player on the 
| infamous Boot Hill 


GORF 1931 


| Jamie Fenton's dassie shoot PTD 


tealtures several games in one, along 
with speech synthesis: We used 

lhe Tispeech chip = sometimes 

[it] would vocalise using garbage 
memory and it sounded like people 
spesing in tongues. With levels that 
included licensed versions of Mamoos 
Calaxians and Taitos Space Invaders, 
lhat reason alone ts why there are not 
mary GORF ports out there, according 


to Jamie: 


David Nuttng and Bob Dgdons game 


| was inspired by the scene in Alien 


where Sigourney Weaver 18 tracking 
the escaped aben via a small monitor. 
Lising the same speech system 


j and styte of taunbng as GORE, the 


standout festure is its very theme 

ihe wizard. When we put a voice 

into the machee, that got us into the 
mythodogy of who, exactiy was dog 
the talking. 5o we invented the Wizard 
We used the Wizard to disrupt the flow 
of the game, explained co-designer 
Bob Ogdon to Ame Katz in 1982 











* [Fig. 1] The back of the mecroprocessor-drven 
Ficker pinball machmne's backglass shovrimg the 
modifications Jeff and David made to support LED- 
based scorimg [the first of its Kind) 


release in September 1977, with wide release in 1978 
as the Balhy Professional Arcade. More hits follouved for 
DNA, most notabhy | izard Of or and Jamie's smash 
game GORE However, the video coin-op industry 
went through a crash starbng in 'B2, causing mary 
firms to either downsze or leave all together. Sadhy, 
DNA didn't survive and was shut down by Baly m earty 
1984. Interestmoghy though, thus was just as Bally was 
acquinng the game firm Sente founded by several ex- 
tan coin-0p engineers and helmed by none other than 
Nolan Bushnelh, vtuch would serve the very same 
purpose as DNA over the next four years. x 


Special thanks to Keith Smith. 











a jFig. 10] DNA developed this hybrid game consola and computer system in T97E, released 
in 1477 dtwas later renamed the Balhy Professional Arcade and then Astrocade 
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PLAYSTATION 

SONY COMPUTER ENTERTAINMENT - 1555 
As a PlayStation-owning teenager, | 
resented Ape Escape a little bit. No 


sê it was a bad game, mind 


buy a third as a simple cash grab by Sony 
this is merety more evidence that 


CIO, SINCE | ater Igamed thai ADO ECSCaDe 


rm 


HS Buttons Vere Dol 
& that vas a mora htte comola» 


nved for greater ease of monkeyl 


stick controlling the player and 


Ot buying a Meme 


but thanktulhy. One 
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>> Our latest 
issue looks at 
the spiritual 
SUCCESSOr 

to Micro 
Machines, 
takes to the 
skies with the 
remastered 
Wings and 
discovers If 
Halo is still the 
definitive first- 
person shooter 









NAHDIRMIANTICON 

» FEATURED SYSTEM: PL 
[STEAM] 

» ALSO AVAILABLE ON: 
P53, MBUR 240 

» RELEASED: OUT NOW 

» PRICE: EIS 


a PUBLISHER: 
LUDEMA Ss [EMO 


de PICHS DF » DEVELOPER: 
THE MONTH IN-HOUSE 
e. F » PLATERS: |-4 





a Tha original Micro Machines 
mada its debut on tha NES, 
quickly getting ported to many 
other home systems. Iibecame 
a big success for Codemasters 
and numerous saqueals follnmed, 


ag. ido aefiioi 


DARRAN 


Legend Of Grimrock2 including tuo spin-offs in the 
Anincrodibis sequel that form ot Mena Maclrenos Mnulary 
massivelyimproves on and Micro Maniaes. The last 


gama, Micro Machmes VS was 


the original, vuhile feeling ralasad in PODE 


refreshinay obd-schoo!, 


heim Má 


NT | “4 
NICK 
Wings: Remastered 
Edition 
Hyvould have been nice to 


SEE SOME ney mechanies, 
butthis 5 still great fun. 


» [PL] While the environments do a 
good pob of emilating the origanal 
Hey do feel a Fte subsiped 


ey 
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Micro Machines 
remains one of the 
greatest party games 
of all time, so it's a 
brave, or perhaps 
foolhardky, developer that tries to 
improve on it. Codemasters 15 obviDush 
feeling brave, as it's decided to reboot 


Micro Machines — onhy this time without 


the actual lcence 

From the moment Toybox Turbos 
loads up with its very familiar-looking 
logo, it's obvious that this is a new 
Micro Machnes game in all but 
name. The colourtul tracks made from 
Everyday items are present, there's a 
solid colecthon of toy vehicles to collect 
and the amazing multiplayer mode that 
made the original games 50 much fun 
to play is all present and comect. Start 
playing Toybox Turbos, however, and 
you start to realse that while the game 
is obviousy very enjovable, t lacks the 
magic that made the earlier 2D titles 
such a joy to play. 

This 5 most noticeable when you 
consider the handling of the mary 
vehicles on offer. There's an impressive 
range from vhich to choose, from ice- 
cream vans tó roadsters and bulidozers, 
but the handling às not as tight as we d 
like, The controls often feel a Etile floaty, 
meaning vou don't ahvays feel that you 
have full control over your car. Things 
are noticeabhy improved when playing 
wurth the D-pad, but it still lacks the 







Voss 


precise controls that made the cary 2D 
games so much fun to play, or even the 
solid handing of Mashed 

While the handing isn't as tight as 
the earlier games, Codemasters has 
included a varety of game modes to 
keep the gameplay fresh and exciting. 
Classe is your boa-standard four-player 
racer, with weapons throvyn in for good 
measure. Time Trail sees you trying to 
hit a specific time target in three laps, 
while Quertake has you trying to pass 
a set amount of other vehicles, again 
in three laps. Countdown has you 
racing agamnst an ever-decreasing Clock, 
requiring you tô pick up alarm clocks to 
extend vour timer, while Escape has you 
trying to cutdistance a wave of water for 
a specific distance. Eliminator 5 saved 
for the boss battles, tough encounters 
that can be more than a little Trustrating 
on the later stages. 
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CAN CODEMASTERS RECAPTURE 
THE MAGIC OF MICRO MACHINES? 


» [PC] Coins ane vsed to vnhock 
noi velhos, Dontomoery, Eus ro 
all surprisingh' easy to coleci 





e [PE] Who says overtaking a 
Eontinmagas neem o ndeniical 
veleclas can't be fun? 


“a 


a BI 
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Micro Machines: 


Micro Micro 


Machines 

The original NES 
classic instantly 
gained attention 
thanks to its highly 
addictive gameplay, 


well-designed courses 


Turbo 


and miniature theme 
lts success led to ports 
for other consoles 


and computers 


Po oo +" sá q 






Tournament 
The sequel delivered 
a host of new vehicle 
types, each handling 
differenthy. It also 
introduced a league 
mode while the Mega 
Drive cartridge had 
four-player support. 





boy 


Machines 2: 


Toumament '96 
This Mega Drive 
exclusive is the best in 
the series. In addition 
to new and updated 
tracks it also features 

a superb construction 
kit, meaning lots of 
lovely longevity. 


N * [PC] The mashing hammer makes a returm, but 
O fegis a inte too powertul, paricularty in Elemination 
= 











F SOMETANOG DLO 
SUPER CARS LAMA) 












structure-vise, Toybox Hacers is 
split into seven different cups, each 
based around a specific vehicie type. 
Une cup has you teanng around in fire 
engmes and ambulances; the next, 
taxis and ice-cream vans. Each group 
handilas differently to each other, with 
each velmcle costing à certam amount 
of cons to unlock. Fortunatehy, coins 
are awarded at the end of every stage 
and can be picked up in-game, meaning 
t shouldn't take too long to complete 
your garage 

Certain modes also include a 
number Of weapons, mary of wtich 
have appeared in later Micro Machines 
games. Mines, machine guns, magnets 
and boosters are just a few of the tems 


T SOMETHINS NEL 
TABLE TOR RACING (PS VITA) 









om offer and for the most part feel 


fairhy balanced (aside from the rather 
powerful hammer). Those looking for 
a more pure racing experience will 
be pleased to hear that weapons can 
be tumed off in multiplayer, but it's a 
shame that this option wasn't made 
avalable im single-player mode. 

Another particular annoving issue is 
the inclusion of mines on certain stages 
(and in multiplayer games). The fast- 
paced nature Of the game means you're 
often on top of things before you have a 
chance to react to them, which makes 
them extremely unwelcome. 

The real question that many will 
be asking 15 how well tha multiplayer 
holes up. While ve didn't get much 


Micro Micro 
JMETE INES 
Military 
Another Mega Drive 
exclusive that only 
appeared in PAL 


: +00t with 48 courses 
regions. It's notable for boot with 48 courses, 
a 


3 


including a selection of 
military vehicles, but 
suffers from having 
frustrating time limits 
and balance issues 





opportunity to play oniine, the local 
multiplayer does a very good job of 
emulating the thrills and spils of the 
onginal games. There are a number 
of useful options on offer and the 
point system used às classic Micro 
Machines, night dowen to the bouncing 
the victorious car makes. In fact, the 
onhy real donvrside is the inclusion 
of the aforementioned mines, which 
takes a great deal of skill away from an 
otherwise very balanced mode. Here's 
hoping a patch comes out to make ft an 
option instead of beng compulsory. 
Like the multiplayer, the track 
design is also of a very high standard, 
wyth a vanety of stages that look as 
r they ve been plucked out of earlier 
games. Leaping over slices of cakes, 
racing across ruler-created chasms and 
skimming across disk-filled sinks will 
instanthy remind you of the franchise's 
glory days, while a number of interacime 
hazards = from food mixers to Bunsen 
burners — ensures that it's not just the 
other racers you need to worry about 
The track dessgn is extremely good, 
with mamy of the 18 available tracks 





Machines V3 


This was the very first The last Micro 
Micro Machines game 
to be portrayed in 3D 
and itwas huge to 


2 vehicles and a 
selection of different 
game modes. ht 
catered for up to eight 


players, too 


Revleu)s: TOYBUH TURBOS 


Micro 
Machines V4 


Machines game 
had an emphasis on 
collecting, with 750 
vehicles to find and 
trade. It also included 
a silly number of 
purvrerups, from 
homing missiles to 


plasma guns. 





à [PC] Escape mode sees you trying to 
OUiFace A Ever Ending supply of aaa 


having a variety of shortcuts to exploit. 
lt's something of a pity then that the 
actual aesthetics of Toybox Turbos are 
surprsingh lacklustre. Vyhule dt captures 
the chaotic colours of the earlier games, 
texiures are surprisingly ugly, giving a 
somewhat cheap appearance. It's the 
racing that matters, though, and rule 
it's far from perfect, there's still plenty 
Of goodness here to justify the small 
askmg price. 


In a nutshell 


kt lacks the super-tight controls 
of Micro Machines, but the track 
design and fun multiplayer mode 
will keep you coming back to it. 


>> Score 72% 


* [PC] Some will refish tha 
| extra chalenge that the menes 


, j brires, Louil vt Tirinirol Che rr 
ha extremas aggravátana 
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>> Every month we look at all the classics and latest releases that are available to buy or download | os 


MAGAZINE 


WHEN YOU BUY AN INTERNATIONAL GIFT SUBSCRIPHON THIS 


e [PC] Tho conside locations no aby add to 
Grimrock dl, making if feel more epic 


KPICHOFTHEMONTH 
Legend Of Grimrock Il 


à System: PC = Cost: E1799 » Buy it from: Online 





We were mightily impressed by Expansion also comes to the races and 
Legend Of Grimrock back in 2012. kt character dasses, greathy improving om 
not only captured the spirit of classic hat was available mn the ongnal, While 
adventures like Eye Of The Beholder there 15 onhy one new race, Ifs a good 
and Dungeon Master, but updated one. Ratings have similar charactenstics 
them, making it feel fresh and new. to Halfings, being small, dextrous 
And this follow-up improves on the indimiduals that are good wrth locks. lts 
original in every possible way. lhe dasses that have been massivehy 

The key difference is that you'Te now overhauled for this sequel, with the cast 
imprsoned on an island, While there's st swelled by five for a total of eight. The 
plenty of dungeon delyna, the exparsive alchemist, barbarian, bate mage, farmer the alchemist can create a venety of useful 
ney environments reahy add to the overall and knight all play differentiy from each potions. The barbarian and knight both 
experience. The island of Nex begs to be other, allaving for far more vanety on offer muscle, but have distinct handling. 
explored, and the nature of the stunning retum games. The farmer is a particularty Tha skill trees have also been revisited, 
locations means you'll be irvestigatino interesting addition, as he earms alowving for more individualism between 
every nock and cranmy io ensure you experience from eating food instead of heroes, making your party far better 
don't miss army haciden goods. killing monsters. The batde mage is adept equipped for dealing with the tougher 
monsters throam at you. Add n a great 
improved combat system that features puzzles if an area is too tncky. Às play 
wmeapon-specíic attacks, and skinmeshes continues, you'll encounter oocasional 
become far more thought-provokina, bottienecks that can sometmes halt 
particularhy when taking on the equivalent progress. lts a smal qubble, though, 


of the island's bosses. hem such major G 2 









al flinging both spells and daggers, while n PPC) Thor ar bots of bocations por 


dont esa bo stumbho info, Thus te gre, 





SAVE UP TO 17% ON 
THE SHOP PRICE 


FREE TASTER ISSUE FROM 
OUR BEST SELLING TITLES 
THE IDEAL 


CHRISTMAS GIFT 
THAT LASTS ALL YEAR! 


CHOOSE YOUR PREL COPY 












s |PC| There's a variety of puzdes to 
solve thaiget quite tricky later on 





Prrzles also feature heavily and prove mmproverments 
to be the onhy real sticking point. Initialky have been made 
you can go anyrhere you lke, leavng everynhere elsa. 





e [PC] Why can we never fend tiny 
spidera when ve go explorimg? 





FIND OUR FULL 
RANGE OF 
TITLES AT THIS 
GREAT PRICE 


Wings: ONLINE! 


Sar ip Ruby Remastered Edition 


» System: 305 » System: PC 
» Buy it for: 3999 » Buy it for: E1299 


» System: Xbox One 
» Buy it for: E1099 





HISTORY OF WAR 





HOW IT WORKS 


» Buy it from: 305 eShop, Retail » Buy it from: Online » Buy it from: Xbox Live, Retail WORLD OF ANIMALS ABOUT HISTORY | | = O 
The latest Polómon adventure is a remake of the After a successful Kickstarter, Cinemaware's Wings This is arguabhy the best HD remake we've The aclion-packed science and Everything you need to know about Bringing history to life for lhe Ihe stories, strategies, heroes and WWww.imaginesubs.co.u k/xmasl49 

Ruby and Sapphire versions that originally appeared update is finalhy wvith us. At its core it's a shoot ever seen, Halo: Combat Evolved remains an technology magazine Lhe world's most amazing wilalife whole family machines of historic conflicts 

on tha Game Boy Advance, and the expected 'em-up, but one backed up by a superb, poignant incredible shooter, wie Halo 2 has been massively I3 issues, save 17% 13 issues, save 4% E issues, save 4% DZ issues, save 1% 


audiovisual upgrades are present and comect. But it 
ent just the aesthetic that has been revitalised — for 
the first time ever, you can sneak up on Pokémon 
to identify their characteristics before battling them. 
This makes it a great deal easier to budd a balanced 
team and as you gam the ability to share battle 
expenence earty On, it's easer to enjoy the senes' 
traditional deep batile system than ft was in the 
Game Boy days. Omega Ruby and Alpha Sacolire 
wyill undoubtedhy appeal to die-hard fans of the 


story. Gameplay is divided into three sections: aerial 
combat, bombing runs and strafing runs. The aerial 
sechons are the best as they often pit vou against 
multiple enemies that get progressively tougher as 
you nse through the ranks, but the remaining two 
sechons are dvering tme-vasters tão. The lack 

of mission variety does let Wings down, but the 
strong story ensures vou | keep on playing. While 
the visuals and audio have been greathy improved, 
they still lack polish. The onginal MIDI soundtrack 15 


cverhauled to celebrate its tenth anniversary (and 
you can switch between both versions at will). Less 
attention has been paid to the never games, but 
they all benefit from the move to 1080p and the 
new frame rate, vtich onhy occasionalhy dps mthen 
the action gets hecte. It's the sheer wealth of 
content that makes thus collection such great value. 
The multiplayer optons are mind-boaglng — it's 
possible to play specic playésts of the best stages 
— while the presentation is faultess. VVhat a pity 


+44 (0)1795 592 869 


BUY AS 
A GIFL 


senes, but the new features also go a 92 


also included for added authentcity. À 7 Es 
long way to re-engaging lapsed ones. % 


then that connectivity problems online 82 
good update of a great game. a 


currenthy run a big part of the game. 
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Inspiration, tutorials and tools for The number one magazine Discover the wonders of The number one magazine for | 

102 | RETRO GAMER enthusiasts and professionals for classic gaming lhe universe sf, fantasy and horror fans | ve RAS 
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We had a blast playing Oricium, so got in touch with José 
Maria Enguita for ach Eat about some of the challen E 
making games for the Oric and how to rework Uridiu 


Ive noticed 
links to ltch.io 
tuming up quite 
a bit recently: 


o! watch for 
indie gaming 
fans and ítll 
be interesting 
to see if more 
6- and ló-bit 
coders consider 
itas an option 
in the future 
pç just about 
ing can 
be ah 


«= 





all'Nº Flag is a simple game for 

the NES that was developed 

over a couple of days in BASIC 
and released in 2013. At the start of each 
evel, the plavercontroled Call 5 dumped 


nto à randomby generated arena and must 


make its way to the flag before a strict 
trmer expires. Each level ncreases the 
number of blocks dumped into the screen 
and, because they can sometrmes be 
placed in ways that make the objecive 
mpossibla to reach, the player also has a 
stock of bormbs wtwch can be detonated 
to blast away the squares directhy 
surrounding their position as needed, An 
extra bomb às dished out for every level 
successfuly cleared and running out Of 
time wall end the game. 





So far so simple and many readers 
who have previoush dabbled with BASIC 
on home computers vll possibh have 
written something similar tão, but the 
game's author, Lionel Barasc, às wanting 
to take the development of Bal 'N'Faga 
Fte further to add things ke presentation 
code and m-game sound, He d also Ike 
to pubésh tha game's source code with 
documentation — essentalh producing 
a series of tutorials about wrting BASIC 
games on the NES = along with offering 
the various tools used for download and, 


kt'U be interesti 
game grows f Ni 


F Ever seen the Atari 2600 pretending 
to be an LCD game? Vvell, that's vrhat 











f the funding is there, producing physical 
carindges as vvell, The game can be 
downloaded in its current form via the 
page behind Kikstart eu/ball-flag-nes for 


a miramum fes of five dollars and there are 


links to a couple of places online where 
there is a free download as vel, meaning 
that it's possible to try before buying. ht 


De mteresting to see hos this game growvs 


f NES owners fund tt with those five-dolar 
purchases; we think it'd benefit from 
pyrotechnics for tha bormbs, smoother 
mevement and perhaps enemies 


to see how this 
owners fund it 








A L. LIFE 
Z-ESCARE LB 


UERPONM 
BEAT 





[2XB1] Tha zed-ord. Don't say itl 


MORE BRAIIINS 


We've already looked at the graphical adventure 
£ombr Terror for the Spectrum, but now Kabuto 
Factory's love letter to zombie survival movies can be 


played on a 16K expanded ZX81 too; the graphics have 


been rendered using the machine's text mode rather 
than relving On an expansion = 50 they re chunkier than 
the Spectrum and everything is black and white = but 
the zombie fighting gameplay remains the same. 

Head to Kikstart.eu/zombi-terror to find al 
versions of Zombr Terror available for download, along 
with ordering information for Z481 cassettes 


Y Shaun Bebbington's Minesweep Mini 
for the VIC 20 15 out, with an enhanced 


So to begin with, what led to 
Oricium being developed? 
H all started as an experiment, 
really. |vondered if it would be 
possible to make a fast scrolling 
game on the Ôric including, of 
course, masked sprites, lots of 
enemies and elements around, 
and some kind of parallax effect. 
The Once 5 a bit limited 
in this area, as there are no 
hardware sprites, No video chip 
to help, the screen memory is 
hardwnred = so no hardware 
double buffer of any kind = and 
there 5 certainhy not enough 
CPU power. It seemed difficult, 
and it was. 


There's also a puzzle element 
to the game. Was that always 
in your design? 

Not really. At some point during 
the development | had most 

of the elements ready, but | 
Enew | didn't want to make a 
direct port of Unicium. | wanted 
to mix elements from other 
Classic games and | definitely 
didn't veant to make it just Kill 
enemies or targets until the 
level is done. Then the idea of 
the small puzzla came in, but 

| can't remember if someone 
else suggested ft. The only 
thing | had sormewhat clear 
from the very early stages in the 
development is that | wanted to 
include references to groming 
up in the 1980s with the musie, 
some enemies, level names etc. 


— T es 
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[Úric] Moi seging eye to eve 


Were there any particular 
high or low points 

during development? 

There ara always low points, | 
guess. Mosthy when you have 
something nearby working and 
what is left is to give shape to 
everythina, testing, polshino 
and cutting out things so yu 
end up with a final product. 


In hindsight, would you have 
done anything differenthy? 
Not sure, | guess that the same 
system could have been used 


to make a totally different game, 


and you are never sure ff that 
would have been a better idea. 
You always end up regrettng 
not having done this or that bit 
differentiv or not being able to 
include some ideas. | vvoula 
have loved to be 


able to include some original 
music, but that 15 simply beyond 
rmy abilities. 


What kind of feedback 

have you received from 

Oric gamers? 

Always positive and 
encouraging. This is an 
incredible community that gets 
excited with new developments 
and ahvays concentrates on 
the good points. | find myself 
many times asking for honest 
erticism, because ft's the way 
to improve. And even criticism 
is always nice and constructive, 
so | can onhy be grateful. 


Finally, do you have any future 
plans our readers would be 
interested in? 

Ewill rest a bit and will ponder 
on other projects and challenges 
that | might get involved in the 
future. | do these things just to 
lgam and have fun, 50 | will keep 
on doing them as long as | am 
able to. There are many games 
Hove that could be a source 

for neve ideas, and | already 


















Game Parve LCD does. Cronosoft release coming soon. have some in mind. | think the 
There may be next project will be disk-based 
no new D again — as Pinforic, Space:1999 
dimes, but at and 1337 were - to broaden 
ast we can O | the possibiinos 
always “ atiealenddedo Thanks to Retro Gamer for 
rward to dd Air Sea Batile is a simple COM dk Another Dizzy Day is à traditionalhy the nice intervieav and keeping 
projects. like shooter written in € = the Melon 64 E styled Windows or Mac outing for the retro gaming culture alive! 
IZZy Day thread via the URL has more examples. E! everybody's favourite ovoid adventurer. 
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Mm e mo = 
ES 


COUSIN HORACE = E 


SECTOR: INVASION 


FORMAT: LX SPECTRUM » DEVELOPER: DENIS GRAÇHEV v DOMNLOAD: SEL TOR-BVASIN-SPEL » PRICE: FREE 








Sector: Invasion is unashamed single- ojojetor=|3 RESTA 
FORMAT: ZX SPECTRUM « DEVELOPER: ALESSANDRO GRUSSU : JM ao a fa: E! screen shooting action with a quick pace E a! 
DOWNLOAD: HIKSTART EUUCOLISIN-HOR ACE-SPEC « PRICE: FREE : that feels a little like Jeff Minter's earlier PRO p 
L + mma 
titles such as Gridrunner or Laser Zone 4 ET 


= ma ne mê 


Although he's always been a multi-platform character — with just à hint of Hover Bovver. Each - " 


tw 


having appeared on the Dragon 32, C64 and Psion Series 3 sector 15 cluttered with alien cels Tuch need 
= William Tang's creation Horace has over the years clearing with a laser beam, either from the player 


become something of a mascot for the Spectrum with his 
appearances in the three 1980s games being added to over 
the years by Bob Smith's conversion of Horace In The Mystic 


controlled craft or the trggerhappy enemies 
patroling the screen = 1 fact, the red cels are 
mmuna to attack from your fire so those drones 








Woods and other recent titles like the Horace Miner series. need to be coerced into doing the work. [ES pectrum] Meetrg in the micicie 

But this trme weg'te going to be concentrating on Horace's American Letting the nastes clear the rest of the = 

cousin, a very diferentlooking Horace who had some surprsingh ptaytieto isn t tha optmal soluton, though, since enough levels. Other than this, Sector: Invasion is 

similar earty adventures on the Timex Sinclar Sector Invasion Is al about getting the haghest a surprisingly cerebral blaster with good graphues 
And thes story starts vath Cousin Horace at the airport where his score and amything they destroy doesn't add to and some excellent music, SO Its 

British relation is armving tor a holiday. The Guardans, a secretive group that. Our onky complaint was that there aren't vel! vvorth ciovynioadino 

afose underground network the Horaces were helpng to close down, 

have pounced and Ex ne per UR Horace and the Ae to 

save his cousin vd see the American counisrpart smashing his way RED HOT OVERDRIVE 

cur Fin Ci dé rias stealng their helicopterinoderto + d o 

fly to the Wild Vest-themed town of Sleepvyvile, then avoiding both the IF apa FORMAT: WINDOWS - DEVELOPER: APRILSHIES AND JIMREED » DOWNLOAD: KIKSTART.EU/RHO-WIN = PRICE: FREE 

wlcirte and a visiting Diker gang wie interacting wath the residents and ; 


searching for the secret base, Unce inside he need to locate five disks 


It's time to take a shiny, lc car and hammer down the highway like 
wtuch have to be fed to the central computer before he and his relation 


7x E a E k ] 1 -—, 
[ZX Spectrum] Ho's ar iii as it was a race track. Red Hot Ovenive E a lhve letter to Amiga driving games from the 1990s, 


dum henry som hire 





can confront and then try to escape from their mystericus adversary peido A, pe Sa edi like the Lotus series or Jaguar XUZZ0 wi bh was somehow created with the Adventure Game 

Each level is a diferent style of game, including some pltformming, a Studio! kt isn't just a blast down the read, though: there are other vehices to avoid, penlous comers 

scroling shoot em-up and even some puzdes. and statx hazarcis NC duding the odd cow wvandernag pa DOONOOO) mec cria 0000) 
Cousn Horace lboks to be a real labour of love for developer into the fast lane, al of vvhich will damage the car é a rimam Umdi: 10B Eua Dim 

Alessandro Grussu and the five sub-games are expansive enough Fortunateh, there are petrol stations which canbe MEME 

that most of them could have been released as standalone tres. The se to repair damage from mpacts and fil the car's 

difhculty levels have all been set farty high — we felt that the shoot-'e- : Up. Hovever, fhe timer coesn t siop wide this 

up stage m particular was (ricy valth ts very resilent enemies -— but E pers, 50 there 5 a balancng act between Kegping 

omple eting the current load eams the player an access code for the the car roadworthy and not running out of time 

next, gia can be also be used to retum to that between checkpoints. This game & tough às mails and 

stage at a later date. kt might be frustrating for occasionaly frustrating, but so were the a DO 

some, but players who ke exploration ar 6 map Games to vv ich 1 pays ho INNADE! Windows) Whero did you get your leanca?! 





makino should enjoy this purney Stateside 





[24 Spectrum) Getting à quod run-up, LOM Spectrum) Taba to the skios want Horaca 


month our very own Jason Kelk will be teachin You handy FORMAT: ATARI B-BIT » DEVELOPER: NOSTY 
new programming techniques. This month: more sprite recycling DOWNLOAD: KIKSTART EU/RADIDACTIVE-AB »» PRICE: FREE 


We've previously talked about 
reusing hardware sprites, but nm 
simple ways like Humano on the 
tan 8-bit. This system (5 morkable 
but means the recyoled sprites are “on 
rails” and can't move very far verticaly, 
If they even have the opton of doing so 
in the first place. 


These work by sorting in-game 

objects by their Y position, then 

assigning hardware sprites to 
them, so sprites constanthy swap 
between objects. This works wvell but 
needs a fast, robust sort; a bubble sort | 
will struggle 1f the Est is In reverse order, 


Radioactive Shit Happens is a single-screen action game 
that was written over a two-day period. lt sports a tried 
and tested alien invasion storyline but, while the aliens 
themselves are harmless and will even run away if touched, 
the glowing... erm, messages" they leave all over the screen 
are potentially deadly, slowly expanding until they reach 
a critical mass — at which point they will destroy part of 
the landscape. 
Eventually the area will become uninhabitable, but until 
then the player has to dash around, scaring off the aliens and o Ja 
collecting as many of their... deposits before detonation as lat meo Ea == VÊ e E 


mm , E PP aa 
-=8— E Sa = == 


possible. This is à primitive but still entertaining little action ires Ec Betti 
game that, apart from the explosive faecal matter, probably 

wouldn't have been out of place in the Atari 8-bit's catalogue 

30 years ago. It's just a pity there isn't on-screen 

scoring, bacause that would have increased the 61 
longevity a lite more. 






















The simple solution 15 to only 

recycle some of the hardware 

sprites so others can move freely, 
ke Danger Zone does; this works, but 
a better option 15 à sóring multiplener SOME SODLTHOS 04 MEX 69 NI Gho0SG0S from a table, tó wluch objects write. 


Another option (5 what Battte 

Eagle does: the two hardware 
| sprtes used for enemies have 
| their X position spãt on every scanline 




















| Draming them in reverse order every 
| second frame helps when they overlap. 


Ike the ones in Crush or Commando 
Arcade for tha Co4 





04 


E | dar Shit] Lregi R crappes and Erapl out 
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S THR LETTER 


COLLECTING 


HIRG, 

| really enjoyed your articde on 

gaming obsessions. For over 20 
years I've been coliecting Sonic 

The Hedgehog merchandise and 
found joy in getting the games, CDs, 
comics etc. However, recently I've 
noticed fatigue towards the joy in 
colecting Sonic items. lt could be 
that there's no end to merchandise, 
that companies have picked up on 
collectors' habits and begun releasing 
multiple variations at increased cost or 


simply because l'm nearing my thirtes 


and finding interest in other areas, so 
it's comtorting to read that 'm not the 
onhy one to feel that way. Five years 
ago | would've thought nothing on 
sperding hundreds on a statue, but 
now wonder what benefit | get out 


Dear Retro Gamer, 

Why don't the P52, GameCube 

and Xbox get enough love in the 
magazine? They're all over ten years 
old and at least tmo generations ald, 
so it seems sirange that you dont 
cover them to army great extent. 
Granted we'll get the odd Future 
Classic f we're lucky, but where's the 


» [bas] Hopefuly Chris James 
enjoyed our recent Hair article 


108 RETRO GAMER 


BLUES 


of it. It's an interesting dilema as 
don't regret collecting, but as 20% of 
rmy collection resdes in am ato until | 
get more space, | wonder if rrry hard- 
gamed money could've been better 
spent elsewhere? 


Hi Benji, we think the important 
thing to remember about 
collections is the enjoyment you 
get out of them. We've all had 
regrets about buying things, 
but as long as you're actually 
getting some satisfaction out of 
your purchases it really shouldn't 
matter. Take your mind off it 
with a rather awesome Retro 
Gamer eMag. 

PS There are three to collect. 


history of Jak & Daxter the Making Of 
lpo or the complete lomidown on the 
Metroid Prime trilogy? 

Às a gamer in my thirbes, | have 
fond memories of these consoles and 
wvouhd love to read more information 
about them in the magazine. | know 
that some people don't consider these 
consoles retro, but | do and feel my 
voice is just as important as everyone 
else's. Em not expecing vou to 
svamp the magazine with coverage, 









Banji is a huge fan of Sonic. Does anyone have 
collact specíic memorabidia"? 


but 1t would be great to see the odd 
artide every now and then. 
Rindest regards, 


Hi Chris, glad you're enjoying 

the magazine. We actually ran a 
making of Halo: Combat Evolved 
in our last issue, which you may 
have seen. We will look at covering 
these systems in the future, but 
the focus of the magazine will 
always be primarily on the 8-bit 
and 16-bit systems. 


Dear Retro Gamer, 
| just wvanted to say how delighted | 

am to recere rry Pikachu 

subscriber cover As soon [> a 
as | saw there was going to 
be a split-run Iwas hopirg 
for the Pikachu cover, as mio 
he's my favourite Pokémon. [REZA 
Needless to say | was 
realhy pleased to get it. | 
really hope you do samilar 
subscriber promotions in 
the future, 





[ábox 360) Worry moi, Matthew fa going to be a long, 
long time belore me cover Goa DF War 


will of course look at doing similar 
subscription bonuses in the future. 


Hi Retro Gamer, 

| nearby spat my tea out when | saw you 
had covered Halo: Combat Evolvedin 
your latest issue. It was bad enough 
that those pathete and decided 
un-retro Pokémon were on the front 
cover, but your tawning over Halo was 
completely unacceptable. 

There is nothing retro or special 
about Halo: Combat Evolved ltsona 
console that nó one cares about; it has 
rubbish levels and is about as innovative 
as a hammer blow to the head. 
Consoles like the Xbox and Gamelube 
have no place at all in a magazine like 
Retro Gamer lt's bad enough that 
vou cover 15-brt and 32-bit consoles, 
so please don't start covering Xbox 
games. Whatever next? The complete 
history of Dears Of Var 
Yours in disbelief, 


Sorry you didn't like the Halo 
feature, Matthew. Unfortunately, 
we're all getting older, and so too 
are the games we used to play. 
While Halo may not be retro to 
vou, ft will be to other readers 
and magazines need to appeal to 
everyone. Don't worry, 
though: there's not going 
ES to be any Gears Of War 
a “| coverage for a very long 
! : time indeed. 


Dear RG, 
| racenth read your excellent 
article about tha Rampage 


Tou can expect mora exclusiva franchise. | had fond 


Glad you loved the 
cover, Ben. It's certainly been a 
controversial cover and there's been 
a lot of debate on the forum. We 


subscription comersinthefiure. — mermories of playing the 


Spectrum version back in the day, and 
gagerty Tlicked through the magazmne for 
the usual conversion capers. Imagine 






Don't forget to follow us online for all the latest retro updates 


f RetroGamerUK 6 a RetroGamer Mag 











Remakes 


Thismonth cur tea breaks have bes spent 
discussing franchises vee' d love to see updated. 
heh astuild oe a né Birmuno Harqors ve 
aesynchronous guermesgplany, vols Dara ess ild 
harping on about Panzer Dragoon Saga 2 Jon, 
di the other hai, feeds Mad Else fome 16 press bes: bo 
neves Tony Mame os Pró Skunter 





Archaickoala | 


Epbemotor the good old 


the sheer wonder | felt playing 
the original for the first time 


CONTACT US 


my disappointment when | realsed 
that one mwesn tindluded. |5 there any 
reason why you chose not to include 
such an obvious aspect of the game? 
Even if | don t always agree with the 
final outcome, | love seeing how all the 
different versions stack up. Can they 
be included in future arcade features 
please ? 


PS I'd love to see a feature on Breath 
Of Fire soon = any chance you could 
add it to your list? 


Hi Jason. The reason we didn't 
cover the arcade conversions is 
because they appeared in an earlier 
feature about the original game. 
We've had a lot of requests though, 
so we'll look at including them in 
the future. 


Dear RG, 

| played an arcade game back in the 
day that played like H-lype Ithada 
similar beam weapon where vou held 
It doven to powver up vour shot, but 

had realhy gaudy colours, making it 
look completely different to the classic 
shooter. You could also play two-player 
wurth a trend. ly cousin Diana |5 


From the forum 


>> ww retrogamennet/forum 


Every month, Retro Gamer asks a question on 
the forum and prints the best replies. 

PSP This month we wanted to know... 

bh 


markopoloman 


Hoved Mebulus 50 coubd vote for 


[Arcade] Jason menudd fike to ses converdons in al 
arcade articles. Does anyone else agres? 


convinced that it was an R-Type game, 
but Htobel him not to be silly as they 
never made anything that colourful, 


Hi Anthony, we'd be happy to setile 
your argument. We're going to side 
with your cousin, as we're pretty 
sure the game you're talking about 
is R-Type Leo. Hope that solves it. 





; E " Ei E Ea PTS 


] 


Himved Hesson games, a real 








Specirum — love the music when 
the game is played on a 128K 
model. Es stuck inmmy head from 
thinking about it 


Has to be Paradrosd PO for me, 
| enjoyed Éhis came immensehy 
when [very first got rr Atari ST, 


Parado! for me = I/5 pretty 
much the orky Cá gare which 
gets played regular 


ranprmarks 


Avalon for me. Dragontarc was 
probably the beiter game. but 


never fadea. 


Eybernois No, Exolom No, 
Marauder. No, Uiridium, Furslora! 
Oh dont kn 


| Antiriad2097 


Heson is one of those signs of 
quality you car pick just aboul any 
of their garmes anditt be among 
the best of its contemporaries 
Personal. ve returmedto 
Gnbity's Special Day Ot more 
than ary ólher. A pertect blend 

of frustration vs progress, where 
time invested doses pay of 


fai, but Paradroo'is just Do good 
to mes. Paradrodit is then, as tis 
Be best game out of a list ot really 
great games from one of ihe best 

software houses mn the'Bls 


Edor't keria Ihcnar armyone can 

pick just one favourite from such 
a quality line-up. Exolon and 
Quazatron are armongst lhe frest 
garmes from te whole E-bit 
computer era, and Mebuies and 
Ebrrunaitor equaly stand out on 
fhe 1é-bits ffuch tanto say ther 
A-byt versons are arythang less 
fan amaznal. 


stamp ot quality They made three 
of rry tavourde Spectrum games 
nSynaos., Cybermoidand Uridium 
E lhad to pick justone tdbe 
yreçs, closely foligaved by lhe 
other tivo. | had the 4 Smash Hits 
compilatiorn itvras all killer, no 
filler, Just feel the quality! 


While Paradrou's a masber perco 
and Cybernevd | & 2 Ruticon and 
Stormibrd are excellent garmes (all 
blessed by fantastic mus on lhe 
Cid), Elminalor e my chame Fun, 
smooth fake-30 arcade actor 
with an inteligant passvord 
system. Greal little game. 
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We speak to Steven Saunders about his 
interesting new website that's a little different 
to your usual retro gaming emporium 


Tell us a little about Magix Buttons? 
Às a company, Magix Buttons was 
started about two and a half years 
ago by my colleague Boris Nicolai, 
but he spend a lot of vears before 
that time collecting ratro gaming 
products of all kinds. Vie both have 
a history of seribus comic book 
collecting. After that, he caught on 
to the increase in value of classic 
games and consoles, while | was 
busy simply gaming like a madman 
and reviswing games for several 
media outlets, which | still do to this 
day. À year ago we joined forces, so 
to speak 


What was the reason to have your 
website part shop, part magazine? 
Selling retro games |5 important 

to keep the company going and 
growing, but we are all passionate 
gamers with a sincere love for the 
classics. VVB envision Magix Buttons 
as a platform that encompasses 
this feeling and is fun to visit, even 
f vou don't went to buy something. 
For this reason we try to be present 
at most events with a Dooth, 
regardless whether the focus 

is retail or entertainment. 

Wie have our “Wall of 


Consolas' and custom-built 
Hyperspin arcade beast we always 
bring along 


What do you think Magix 
Buttons offers over other retro 
gaming online shops" 

Apart from the aforementioned 
magazine, we have a senmusly 
impressive inventory. But we don't 


just offer a huge number of products; 


we also have some truly exclusive 
and hard-to-find collectables. And 
since all people involved in the 
company genuinely know a lot 
about retro games, we are able to 
offer quality customer support and 
try to be extremely accurate in our 
product descnptions 


Why do you sell games from non- 
PAL regions? 
Despite being based in The 
Netherlands, we have customers 
from literally all over the world. 
Wie try to cater to every retro 
gaming colector, no matter where 
they are from and no matter 
what they are looking 
tor. And of course, 
collectors of all 
nationalties dig the 
Japanese versions, 
50 we have an 
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Not every office has cool stuff like this in it. Vre're actualky a ftile jealous cê ihat pinhal table. 
Basically, we sell anything 
retro gaming related, to 

anyone, anywhere 


especially noteworthy selection of 
Japanese games in stock. Basically, 
we sell anything retro gaming related, 
tô anyone, anywnere. 


How do you go about setting 

your prices? 

Wve try to be very competitive with 
our prices, but that goes without 
saving. Vve have been following the 
retro gaming market for many vears 
now, so we have a pretty good 
grp on what a product is currently 
worth. Vie check other web shops 
and forums too, to make sure we 
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hack, focusing om Nintendo and Sega. 


are on point. On top of that we 
have monthly discount deals to keep 
things interesting. 


What areas of gaming sell the best? 
It will come as no surprise that 
anvthing Nintendo and Sega related 
always does well. Titles from their 
big franchises - such as Mano Kart, 
The Legend Of Zelda, Sonic and 
Shining Force — never stay in our 
shop for long. Apart from the old- 
school platforming games, all the 
RPOs are extremely popular too and 
seem to rise m price steadily Also, 
out of a personal preference, we 
have a ludicrous amount of Game & 
Watch handhelds in our inventory. 
Most of us started gaming on them 
a long time ago (longer than we care 


to adimit), 50 we never pass up on an 


opportunity to stock up on those. 


How easy is it for gamers to sell 
games to you? 

We certainhy try to make il as easy as 
possible. We have a special page on 
our website where people can 
contact us to let us know what they 
have for sala. WVe are ahways in the 
market for more inventory = from 
common retro games and consoles to 
the more elusive and rare goods. We 
also believe we make some pretty fair 
deals, optionally in store credit in case 
someone is interested in something 
from our current inventory. 


UN SALE é JANUARY” col 


20 Years of 


Votallo 


We speak to developers about Sony's 
groundbreaking move into videogames 


-« 


Combat School 

E Our latest Ultimate Guide 
looks at Konami's military 
alternative to Hyper Sports 


Highway Encounter 
E Costa Panayi reveals 
the origins of his excellent 
isometric shoot“em-up 


Pit-Fighter 
E Discover how Atari Games 
created its popular digitised 
one-on-one fighter 


H As the tabletop RPG turns 40 
behind the best digital games 


Automata « Commodore 16 Plus/4 « Jez San « Eternal Champions + Shanghai Warriors « Matt Gray 
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REPAIRS Play games on an SD Card 
= with your original systems. 


MACHINE 5 


am q 
Cd 


when you use 


your first order 
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4 
SOFTWARE 


discount cod 
DEE nc 


10% 


HARDWARE 


ALL OUR STOCK |5 TESTED, WORKING AND GUARANTEED 
FREE UK inland postage - excellent international postage rates 


rr: ww mutant-caterpillar.co.uk email: sales? mutant-caterpillar.co.uk 
ebay: mutant-caterpillar tel: 01970 625447 


««« AMSTRAD ... ATARI ... ANYTHING ELSE! 
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DIY Mini Arcade Cabinet Kits 


for Raspberry Pi E UE po, feja ei Pro)! ir C) Cie) DE 


Quality audio video o made in Great Britain 


RGB SCART Cables available for: 

e Sega Mega Drive 1 & 2 

e Nintendo SNES (PAL & NTSC) 

e SNK Neo Geo AES & CD/CDZ RGB SCART cable key f eatures: 

e BBC Acorn Micro e Vast improvement over traditional 
e Sinclair ZX Spectrum + 128k, +2 RF, composite video anda s-video 


TO sos N a & QL e Pixel clear RGB video 
ME. | =”: "e Atari STF, STE & STFM e Improved sound quality 
CAN = | cai e Amstrad CPC 464 JR) [o Male jg=RaBlaliaço 
à | Ê : e Various Arcade Jamma Superguns e SCART TV plug & Play 


Contact us on > (Sigma, Pana, CMVS etc) e Compatible with up-scaling units 
E Plus paf-lal Maslela=DHelaMeiPIaa | ebsite |,€e, Framemeister Mini XRGB 
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ns | www .RetroBuiltGames.com =|| FREE UK Delivery 
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» Solid Snake might have spent eight years on 
the sidelines prior to Metal Gear Solid's release, 


eres TELFORD [TT= 
ET E E al E butyou wouldn't have known it- the game 


, po q was an instant classic, with some incredibly TÃO | BIRMINGHAM 
o ' clever game design backed up by the most | 


Pla , impressive cinematic scenes of the era. Skip to “AM — 
y> tation | one cf the two lengthy endings with us... | Vá BELFAST 
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» Having crashed out of the tunnel, Snake» Liquid Snake's alive and he's got a » Roy Campbell reveals that US defence | G L AS G 0), 
and Otacon are alive - but trapped under gun! Someones definitely going to die chief Jim Houseman was actually acting a” 


lheir overturned Jeep. Ifs not a great — but in accordance with the Fortuitous alone the whole time. Luckily, the nuclear 
place to be in the frigid Alaskan wilds, Timing Act 1948 it tums out to be Liquid, strikes against the island have been called r 4 door 


and the situation i5 about to worsen as the FOXDIE virus takes effect and he of, ensuning that Snake and Otacon wont ne —. | Toe) py D/6) NI a” 
considerably for the pair... succumbs to a massive heart attack be reduced to ashes after all ess | + Nu | ; E A 
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COMICS = MANGA * COSPLAY « MOVIES « VIDEO GAMES * ANIME 
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» But what's to become of Solid Snake? Hess infected with » Sold Snake has realised that he's no longer in control of 

FONDIE too, which means he's going to die at some point. his own survival, and following a long chat with Otacon about | e 
However, Naomi cant tell him when, and simply advises him to genetics and destiny he resolves to simply enjoy life. Finally the | ES a; Em om 
live his life as best he can. Cold comfort, given that she was the two reveal their real names to one another: Dave and Hal. Were | 
one who infected him... not kidding — thats the closing joke. MCM 


eSowrts VIDFESTSZUK | KidsGo free, 
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* Kids Go Free, Children 10 and Under go free if accompanied by a paying adult. Max 2 free children per adult, applies to entry tickets after 1lam on each day 
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The story of the ZX Spectrum 


238 pages of paperback pixel celebration. [e [— 


A visual journey of the classic | 
ZX Spectrum games from 1982-1990. 1 


P1IXE 


With memoirs direct from those who 
developed games for the ZX Spectrum 
and one from Rick Dickinson, the 
designer of each iteration of the computer 
from the 16K/48K Spectrum through to 
the Spectrum +83. 
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The story of the 


Available on iBook 
Bookstore 


Qi facebook.com/groups/spectrumpixels/ 





